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The Teenage Mutant Ninja Turties 
Have Mutated Again. 


nly this time it’s no accident. As Ultra” transforms 
your favorite arcade game into a hard hitting new 
adventure for the Nintendo Entertainment System? 


With eight original arcade levels, plus two never before seen 
shell squashing stages and a ton of new enemies, Teenage 


Strong new enemies Mutant Ninja Turtles” Il— The Arcade Game™ is unlike any 
sac: 8 ei sewer war the turtles have ever fought in. Radical new attack moves 
will frost your shell. ; really punch up the 

Fortunately two can play at this game, double teaming arcade-style graphics. 


Shredder’s 700 Foot Soldiers who will fight you every step of the way — 
from the Central Park Snow Route to the stone cold Rock ‘N Roll Quarry. 


Of course to crush invincible enemies like Tora and Shogun, you must 
master radical new attack moves which Splinter has programmed 
into the game. 


So grab the adventure that's hotter than a radioactive meltdown. 
But be warned. You might turn green, grow a shell and suddenly 
start craving jumbo pizzas with extra pepperonis. 


Be 


Coupon for a FREE Personal Pan Pizza® 
from Pizza Hut’ inside every package! 


In the never before 
seen Ninja Castle, 
you'd be wise to 
choose a partner 
before you pick 

a fight 


GAMES 


Ultra® and ULTRAGAMES® are registered trademarks of Ultra Software Corporation Teenage Mutant 

Ninja Turtles® Shredder,™ Splinter™ and Foot Soldier™ are registered trademarks of Mirage Studios, USA 
Based on characters and comic books created by Kevin Eastman and Peter Laird. ©1990 Mirage Studios, USA. All Rights Reserved. Used with 
permission. Exclusively licensed by Surge Licensing, Inc. Personal Pan Pizza and Pizza Hut are registered trademarks of Pizza Hut, Inc. Nintendo® 
and Nintendo Entertainment System® are registered trademarks of Nintendo of America Inc. ©1990 Ultra Software Corporation. All Rights Reserved 
Promotion not sponsored by Nintendo of America Inc. 


CIRCLE #101 ON READER SERVICE CARD. 


GRAPHICS SO REAL 
YOU'LL FORGET IT'S ONLY AGAME 


Dazzling 

graphics and 

excellent 

sound bring 

a whole new 

dimension to 

<—_ the Game 

Boy! Enchantment and excitement 
await you in Gargoyle's Quest. 


Prepare to do battle as Firebrand, 
the last Guardian Gargoyle of the 
Ghoul Realm. You must act 
quickly to 

defend your 

world 

against an 

invading 


Destroyers. Fight your way 
through enemy forces to reach 
the dimensional portal that leads 
to your home world. Once there, 
the true 

nature of 

the quest 


Ghoul Realm 

has been kidnapped and it's up to 
you to save him. Blast the attack- 
ers with fiery breath as you fly 
through their defenses. Unravel 
the mysteries of this multilevel 
universe to succeed in conquer- 
ing the Destroyers and freeing 
the captive King. 


° Highly- 

detailed art- 

work sets 

new stan- 

dards for 

the Game 

Boy! 

¢ Advanced playability, high- 
lighted with 360 degree scrolling. 
¢ Hours of entertainment await 
you in this diverse adventure. 


CAPCOM’ 


3303 Scott Blvd. 
Santa Clara, CA 95054 
(408) 727-0400 
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Most computer 
games are designed to spark 
- your imagination. Theme Park 
"= Mystery™ is designed to totally fry it! 
The insanity begins when your uncle mysteri- 
ously loses his mind and you inherit his Magic 
Canyon Theme Park. From the moment you step 
through the gates of your estate in search of clues 
to solve the maddening mystery, you'll experience 
a twisted journey that 
will take you beyond 
your wildest dreams. 
Four strange worlds 
make up the park. But 
unlike your average lands 
of amusement, where friendly characters 
make kids laugh with glee, the gremlins in 
Magic Canyon’s Dragonland, Dreamland, 
Futureland and Yesterdayland will make 
you laugh all the way to the asylum. = 
To enter each warped world you'll board the 
Monorail of Fear and travel into dimensions that 
will enlighten you, terrorize you, confound you and 
challenge you 
In Dragonland, you'll be transformed into a bar- 
baric warrior who must destroy a barrage of sinister 
evils, such as psycho birds, mad apes and a crazed 
Jack in the Box. In Dreamland, you'll 
doze off into a world of surreal creatures 
engaged in a nightmarish chess game 
eee. where you're the pawn. 
When Futureland 
comes to pass, you'll 
find yourself strapped 
in the Rollercreeper, a 
spine tingling, ghoul 
infested ride more 


A 


frightening than any 
rollercoaster ever built. 


———— 


JEEP 


| MYSTERY 


And on your return trip to Yesterday- 
land, you 1 encounter the keeper of your destiny— 
Zoltan, who will dispense valuable clues, essential 
tickets and life saving magic. 

Throughout the mystery, you'll also be tested by 
games of chance, like Bagatelle and the Grabber. 
Each of these ancient gambling devices will force 
you to execute supreme strategy. Of course, if you 
fail to locate secret keys, spare parts for rides and 

= supernatural potions 
which are hidden 
throughout the park, all 
the luck in the world 
won't Save yOu. 

: So add Theme Park 
Meet to your agenda of must visit hot 
spots. But be prepared for a long stay. 
Because it’s a game that will drive 
you to the brink. And from 
there, there's no return. 

Theme Park Mystery is available 
for MS DOS and Amiga’ Its highly 
detailed and complex graphics 
support CGA, EGA, MCGA/VGA 
and Tandy 16 color. 

Enter the Theme Park Mystery Game! 

Inside every box look for a scratch card that 
could make you an instant winner, reim- 
bursing you for the price of the Theme 

Park Mystery game. This can 
be used to partially pay your 
psychiatrist! 


No purchase necessary See package for det 
All winning game cards must be received by aan 15 
tees Valid in USA and Canada (except Quebec) 

Void where prohibited 


WINA 


Theme Park Mystery™ and ImageWorks™ are trademarks 

of Mirrorsoft. Ltd. Konami* is a registered trademark of 
Konami Industry Co Ltd. Amiga® is a registered trademark 
of Commodore-Amiga. Inc 
© 1990 Mirrorsoft Ltd. © 1990 Konami Inc. All Rights Reserved 
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Cover: NEC’s Veigues Tactical 
Gladiator (for the TurboGrafx- 
16) features a glimpse of 
robotic combat in the future. 
The first part of our strategy 
guide, on page 72, carefully 
guides you through this 
challenging TurboChip. 


Cover Art: Alan Hunter 
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WILL SUPER MARIO GO LET THERE BE SOUND! VIDEO-GAME REVIEWS 
SUPER BLOODY? Joe Montana Football, Adventure Island I, 
by Stacey Rothenstein Serious computer gamers consider a Thunder & Lightning, Bomberman, Arch 
As games get more graphic, body counts sound board standard equipment. We'll Rivals, Crack Down, M.U.S.H.A., Aero 
go up. Are game developers going show the high points of each audio Blasters, Sword of Sodan, G.I. Joe: A Real 
overboard? enhancer to make shopping easier. American Hero, TechnoCop and The 


Adventures of Rad Gravity. 


72 


VEIGUES TACTICAL GLADIATOR 
STRATEGY GUIDE, PART I 


by Donn Nauert 
Emergency! Having a bad time trying to 
save Earth from the alien attack? If the 
Federation Army is struggling, this user’s 
guide to optimum robotic operation will 
help you rescue the planet. 


88 


ON THE ROAD AGAIN: A 
COMPREHENSIVE GUIDE TO 
ELECTRONIC DRIVING GAMES 
by Bill Kunkel and Joyce Worley 
Hop behind the wheel and tear off down 
the highway. Don’t worry about the speed 
limit: The police can be shut off with your 
system’s power switch. 


114 
COMPUTER-GAME REVIEWS 
Second Front: Germany Turns East, Bridge 
6.0, Revolution ’76, Tunnels of 
Armageddon, Links, Test Drive III: The 
Passion, Silent Service Il, Flight of the 
Intruder, Super Games Pak and DinoWars. 


ee 


DEPARTMENTS 


130 


COMPUTER-GAME STRATEGIES 
by Frank Tetro, Jr. and 


Derek Godat 
If you’re having trouble finding the 
light at the end of the tunnel in 
ThunderStrike and Stryx, our panel of 
experts will help you. 


98 


A PLAYER’S GUIDE TO SUPER 
GLOVE BALL, PART Il 


by Donn Navert 
Our ace cart killer takes apart the final 
rooms in Mattel’s bizarre modernization 
of the classic Breakout 
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very once } ) ( p boredom of the 


in a while, 

| get some inspiration from 
the world around me. This month, I'd 
like to address something that has lit- 
tle to do with electronic games, but 
plenty to do with all of us. 

Operation Desert Shield has 
become the leading topic in news- 
casts and conversations. Many of us 
have loved ones or acquaintances in 
the Middle East, helping prepare for a 
conflict that may never 
come. Just the same, all of 
our military personnel 
must be on the ready for 
whatever may spring up. 

The staff of VIDEOGAMES 
& Computer ENTERTAINMENT 
is completing this issue 
before departing for our separate 
Christmas locations. As | write, the 
hostages being held by Saddam Hus- 
sein are getting ready for their free- 
dom, and their families are hoping to 
get the best present they can hope 
for: the safe return of their relatives. 

The ones who aren't so lucky are 
the servicemen still stationed over 
there, who missed the snow, egg 
nog, mistletoe and presents of the 
home front. Their kin not only pray 
that no shots will be fired over the 
capture of Kuwait, but also that these 
brave soldiers will be able to return 
home soon. 

A local radio station here in South- 
ern California has been keeping in 
touch with the troops, thanks to a 
local serviceman who was shipped to 
Saudi Arabia shortly after the U.S. 
started sending forces overseas. His 
phone calls speak of the endless 
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desert. 

Of all the things the lonely soldiers 
ask for—beyond the obvious return 
to the States—the biggest request is 
letters. Any kind of mail at all. In fact, 
we've received correspondence from 
the Middle East from some soldiers 
who are getting issues of VG&CE for- 
warded to them. Of course, they are 
still interested in getting gaming 
news from home. 

And that’s where you 
come in. 

Do you have a few min- 
utes you can spare? Do you 
throw out your issue of 
VG&CE (or any other mag- 
azine for that matter) after 
you read it? Do you publish 
a fanzine? If the answer to any of 
these questions is yes, there are a 
bunch of needy soldiers who are anx- 
ious to have some contact with any- 
one who wishes it. 

If you have something you want to 
send to an Army, Air Force or Marine 
member, address it to 

Any Service Member 

Operation Desert Shield 

APO New York, NY 09848-0006 

The address for ship-based Navy 
or Marine personnel is 

Any Service Member 

Operation Desert Shield 

FPO New York, NY 09866-0006 

VG&CE will be sending issues of 
the magazine overseas also, but we 
ask for your support in this time of 
need. It doesn’t take much to bright- 
en someone else’s day. Thanks. 


—Andy Eddy, Executive Editor 
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JACK NICKLAUS TURBO GOLF-CD LAST ALERT-CD MAGICAL DINOSAUR TOUR-CD 


The TurboGrafx-16 system has more 
amazing 16-bit video games to choose from 
than anyone else. You can count on it. NEC 


Last Alert and Valis |l are trademarks of Sin Nihon Laser Soft & 
Bear International; Klax is a trademark of Tengen; Sonic Spike, Sin 
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FOR THE LOVE OF LYNX 
Dear VG&CE: 
| just wanted to let you know that 
| really enjoy your Gaming on the 
Go section. | own an Atari Lynx and 
believe it is the best handheld on 
the market. Now that the new Lynx 
cartridges are arriving, it should 
only increase in popularity. 
| hope to see more Lynx coverage 
in your magazine. By the way, thank 
you for a great magazine. It is the 
best on the market. 
—Jeff Kramer 
Pembroke Pines, Florida 


Thanks for the compliments, Jeff. 
We’ll have more Lynx coverage as 
we receive more games from Atari 
and its third-party developers. 


FROM THE OOPS DEPT. 

Dear VG&CE: 

In the December issue of 
VG&CE, your magazine listed 
Light Boy from Vic Tokai Inc. as 
part of your holiday sugges- 
tions for gamers. 

Your paragraph concerning Light 
Boy had two errors. First, you stated 
that when a consumer buys a Light 
Boy, he or she will also receive a 
Light Boy waist bag. Although Vic 


Tokai Inc. had intended to sell the 
Light Boy and the waist bag togeth- 
er, the waist bag was not licensed by 
Nintendo. As a result, we have not 
been able to sell these two products 
together. Secondly, you listed our 
phone number incorrectly. The cor- 
rect number is (213) 326-8880. 
—Tasha Billawala 
Marketing, Vic Tokai Inc. 
Torrance, California 


Our apologies for the error, 
Tasha. We’Ill try to be a little more 
careful in the future. Thanks for 
bringing it to our attention. 


FUTURE SHOCK? 
Dear VG&CE: 

In a recent issue of another 
magazine, there were pictures 
of and other information about 

a Genesis CD-ROM unit, such as a 
price and even a U.S. release date. 
Although | was tempted to buy this 
magazine, | didn’t. Instead | proceed- 
ed to buy the October issue of 
VG&CE. 


| eagerly flipped through the 
pages, and, to my dismay, there was 
not even a mention of this. | waited 
another month and then purchased 
your November issue, and, again, 
there was no mention of the CD 
player. In fact, in the Game Doctor 
section, it said that a Genesis CD did 
not exist. 

Also, in your October issue, you 
stated that there would be a Genesis 
buyer’s guide plus an additional 
“surprise” for Genesis owners. 
Although | found thebuyer’s guide 
very well laid out—except there was 
no picture of the game Trampoline 
Terror, instead there was an addi- 
tional picture of Thunder Force ICI 
did not find anything that was even 
somewhat of a “surprise.” 

Finally, in the same issue of the 
other magazine, there was informa- 
tion on the Super Famicom—game 
titles and news that it wouldn’t be 
released as a separate system, but 
as a peripheral for the existing NES. 

Don’t get me wrong. | enjoy your 
magazine more than any other, and 
it is usually up to date and error- 


Letters to be considered for publication 
should be addressed to Reader Mail, VG&CE, 
9171 Wilshire Blivd., Suite 300, Beverly Hills, 


CA 90210. Letters may be edited for style, 
clarity and space considerations. We regret 
that we cannot respond to all mail received. 


ANEW STUDENT... AND A TARDY 


. WE ALL — KNOW THE PUNISHMENT FoR 


As 
We NHERE DIO 
1 PUT THOSE 


ATOMIC 6657 


WAT! 


are x : gre one... 


HNO, HES 


10 VG&CE « MARCH 1991 


Deiesow) x 


BART HES 222) VS 


Nintendo 


free, but how about checking on the 
competition every once in a while. 

—Jeremy S. Huggins 

Downers Grove, Illinois 


Just because we don’t print the 
same information as our competi- 
tors, don’t think we don’t watch 
them. We give credit to our compe- 
tition for what they do—but the fact 
remains that we are all different. 

We at VG&CE don’t want to cover 
information before it makes sense 
for the American audience. For 
example, most of the other maga- 
zines covered the Japanese release 
of three new machines: ShuttleGrafx, 
CoreGrafx and SuperGrafx. The 
catch is that these units are PC 
Engine-compatible, not TurboGrafx- 
16-compatible. Therefore, it’s not 
that easy to find these products 
available in the U.S., and if you do, 
they are expensive to purchase. At 
this time, there are no plans by NEC 
to release these machines in Ameri- 
ca. For that reason, we didn’t give 
them more than a passing mention. 

Furthermore, we don’t want to 
take up that much space espousing 
the virtues of the Super Famicom 
yet. It has only recently been con- 
firmed, in a news article in T.W.1.C.E. 
Magazine, that the Super Famicom 
would be released in America in 
1991, and we haven't been able to 
confirm that ourselves—though it 
was our belief from the announce- 
ment.of the product that it would 
appear by Christmas 1991. And 
there has been no confirmation as 
to whether the Super Famicom, 
which was released in Japan in 
November 1990, will be a separate 


console or an add-on, or even what 
it will be called. (We opt for the 
name Super NES because it is a 
simple progression from Nintendo’s 
previous system name.) 

The same situation exists with a 
proposed Genesis CD-ROM system. 
To date, Sega hasn’t announced a 
CD for the Genesis, though there is 
lots of talk for the future. As soon as 
we get confirmation of Sega’s plans 
to release this device for American 
gamers, we'll publish a story on it. 
The last information we received 
from a Sega spokesman told us 
the CD-ROM player would 
come to our shores no sooner 
than 1992, when prices would 
be more affordable. 

For all these reasons, it may 
appear that we are slow in getting 
information. That’s not the case at 
all; in fact, we plan to have an article 
on the Super Famicom/NES when 
we have solid information to pre- 
sent to our readers. We don’t like 
printing rumors, even at the risk of 
missing a “scoop.” We’d rather 
print the whole story and the right 
story. We have a limited number of 
pages in which to relay gaming 
information, and up until now, 
VG&CE has had a reputation as the 
place to turn for error-free news. 
We'd like to keep it that way. 

Also, regarding our November 
Genesis section, we’re sorry you 
didn’t find it special. We felt that 47 
pages devoted to Genesis products 
was special, and our mail confirms 
it. Many gamers—both Genesis 
owners and others—thanked us for 
our extended coverage. Finally, we 
apologize for mixing up the pictures 
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in the buyer’s guide and not printing 
a shot of Trampoline Terror. 


MORE GIRL GAMES 
Dear VG&CE: 

| have just one question. How 
come no video-game system has 
that many girl games? There are 
some, but not very many. | think it 
would be better business if they did, 
because there are girls out there 

who would like to play too! 
—Amber Pierce 
Buckeye, Arizona 
PS: | have a suggestion. | 
think Nintendo should make a 
New Kids on the Block game, 

where the girls chase the boys. 


Well, Amber, you have some 
interesting ideas, but, frankly, few 
people seem to know what a good 
“girl game” is. It appears that 
games with less violence (non- 
shooters) appeal to female players, 
from all past studies, but few devel- 
opers are going that route—sticking 
instead with endless martial-arts 
and bullet-filled contests. 

The trouble, from our view, is 
that most video-game players are 
male, and therefore the game 
designers create games to address 
that majority. This creates a catch- 
22, where designers won't make 
that many products for other seg- 
ments of the market, and the minor- 
ity players are left to choose from 
mostly shooting cartridges. 

By the way, Parker Brothers is 
working on a “New Kids” game that 


should hit the stores later this year. 2 
©1977) Maxine Naylor /Cathy Dann 


LIKE, WHA, DR. FRANKENSTEIN’ 
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 - TTHET RE ALIVE! 


Uddenly, you're transported to a new dimension! 
/nere only you can save a beautiful girl from her own 
ightmare — from her own toys that have sprung to life! 


/elcome to MENDEL PALACE™,, a fantasy as wild as 
our imagination! 


et ready for non-stop thrills and the hottest graphics 
round. With 20 areas and 200 levels! You've never 
layed anything like it. 

\ENDEL PALACE . . . a dreamworld that will blow your 
lind! 

ook for it today at your favorite video store. 
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HUDSON SOF 


Hudson Soft USA, Inc., 400 Oyster Point Blvd. 
South San Francisco, CA 94080 « Tel:415-495- 


Hudson Soft is a trademark of Hudson Soft Co., Ltd. 
Mendel Palace™ is a trademark of Hudson Soft USA, Inc. 
Nintendo® and Nintendo Entertainment System® 

are registered trademarks of Nintendo of America Inc. 


FIRST AND 


|. Hang gliding deep into enemy 
territory is just the start. 

Past these gleaming turrets 

lie frozen wastes, mechanical 
jungles and gigantic battleships. 


2. Beware of the burly 
machine gunners. Unleash 
your laser sword. Watch for 
the special item to get a super 


3. Use your grappling hook 


to clamber up vertical walls, 


while fierce guards attack 
without mercy. 


4. On the top of a building, 
climb rickety scaffolding 

to build your stamina. Also 
collect a mechanical attack 
bird here. 


5. Collect two drones and 
then you get the white 
mechanical panther to help 
in your assault, as he leaps at 
the moon. 


ES STRIDER. 
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6. Mad wolves lunge at you 7. In the midst of angled scaf- 8. Within the forest you fling 9. Automatic cannon fire 10. You must face and defeat 
from deep in the arctic wastes. folding, mechanized defenders yourself onto swinging vines assaults you aboard the fleet such mechanical minions of 
Here you can get a friendly rock on ball bearings as they and meet Amazon women. cruiser of the evil empire. death, before you reach the 
droid to help you battle the try to blast you into atoms. Dont fall—deadly piranha fish Soon you'll face its largest inner sanctum of Number One. 
enemy. infest the waters below. cannon—it's awesome. 


Its here. Strider—the most powerful home video game ever. The 
ultimate arcade hit. From hard hitting non-stop action to the awesome 
graphics and radical gameplay. Strider is definitely here! 

An evil Syndicate has violently overthrown Russia and is using their 
scientific and military might to take control of the world. You land your 
hang glider in an industrial town and begin your quest to defeat the evil 
mastermind. You use your incredible acrobatic skills as you leap onto 
moving platforms, climb to the top of I-beams with your grappling hook 
and slide with heels dug in down steep slopes while you evade razor 
sharp spokes. 

With your only weapons, a trusty laser sword and swift hover craft, 
you take on mutant centipedes, ancient dinosaurs, 
pirates, mad dogs, monkey-like mechan- : 
ical robots and finally the evil : 
mastermind in his mechano- 
skeletal headquarters. 

Its what happens when 
8-meg power combines with 
the only true |6-bit system. Only 
on Genesis by Sega”" 


Sega and Genesis are registered trademarks of Sega of America, Inc. Strider is a trademark of Capcom, Inc. © 1990 Sega of America, Inc. PO. Box 2167, South San Francisco, CA 94080. 
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GENESIS DOES IT ALL. 


ARCADE GAMES: | 


Golden Axe Super Hang-On Cyberball” Strider 


Bes = a 
Truxton’ 


5 


Super Monaco GP E-S.W.A.T. Afterburner If Michael Jackson’s Phantasy Star Il” The Sword 
City Under Siege Moonwaiker of Vermillion” 


— 


Tommy Lasorda World Championship Arnold Paimer Pat Riley’s James“Buster”Dougias Joe Montana Football” 
Baseball” Soccer Tournament Golf’ Basketball’ Knockout Boxing” 


z 


Mystic Defender” 


Alex Kidd: Last Battle 
Enchanted Castile 


Columns Spider-Man*™ The Castle of Illusion” 


Starring Mickey Mouse 


ig irs ee ee 


Altered Beast™ the Sega arcade hit, comes with the Genesis system. Other games sold separately. Sega and Genesis are registered trademarks of Sega of America, Inc. Ghouls n’ Ghosts, Strider and Forgotten Worlds are licensed 
trademarks of Capcom, Inc. Rambo Ill isa registered trademark of Carolco International N.V. Thunder Force Ilis a trademark of Techno Soft. Zoom! is a trademark of Discovery Software International, Inc. Truxtonis a copyright 
of Toaplan Co., Ltd. Cyberbail is a registered trademark of Atari Games, Inc. Ghostbusters: © 1984 Columbia Pictures Industries, Inc. Original game © 1984 Activision. Spider-Man® & © 1990 Marvel Entertainment Group, Inc. All 
rights reserved. Dick Tracy and Mickey Mouse are copyrights of The Walt Disney Company. Michael Jackson's Moonwalker is a trademark of Ultimate Productions. Dynamite Duke is a trademark of Seibu & Kaihatsu, Inc. All other 


game titles are trademarks of Sega of America “Anticipated game availability Winter/ 1991, **Summer/ 1991. CIRCLE #109 ON READER SERVICE CARD. 


INTO THE FUTURE 


In a futuristic sports arena, you're 
running upfield, free and clear, when 
WHAM! your opponent slams into 
you with a bone-jarring tackle knock- 
ing the ball loose. On defense, 
switch control to your nearest player, 
then devastate the ball handler with a 
lightning spin kick, forcing another 
fumble. Now pick it up and sprint 
upfield. Then cut back to evade 
tacklers, fake the goalie¢, and bust @3Bu 
through for a touchdown! ¢ 


This is Powerball” the sports game 
where teams of armored athletes 
hammer each other in a furious slug- 
fest. Powerball combines skills from 
martial arts, football, and rugby. Each 
of the twelve teams boasts a unique 
level of skills. Whether you compete 
against the computer or a friend, 
you'll thrill to the action of Powerball, 
the smash sport of the future. 


For more information write: 

Namco, Hometek Inc. 3255-1 Scott 
Blvd. Suite 102 Santa Clara, CA 
95054-3013. 


POWERBALL TM & © 1991 Namco Ltd. All rights reserved. The Game Creator 


Licensed by Sega Enterprises Ltd.for play on the SEGA™ 
GENESIS™ SYSTEM 
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System (you didn’t indicate 
which R-Type you had, and 
\ | there is no known invincibility 
| code for R-Type on the TG- 
| : 16), you need to press and 
hold Down and Right on 
Controller 1 and Up and Left 
a9 aw as well as Button 1 on 
Controller 2, with the power 
off. Then turn on the system, 
and when the SEGA logo 
appears, release all the 
buttons. You will now be 
invincible. 


| am a 55-year-old NES 
player. Two and a half years 
In the November 1989 issue ago my son got me hooked 


there is an Easter egg that on video games. Now | need 
says you can become a tip on Mega Man 2. When 
invincible in R-Type by we get to Dr. Wily’s castle and 


pressing Down and Right on go up to where the white 
Controller 1 and Up and Left blocks go across, there is a 
on the second controller, with large fire-breathing dragon 
the power off, then you turn that appears. | have tried 
the system on and when the everything, but | can’t get past 
title screen appears, press him before he kills me. What 
Button | to start the game. I’ve 
tried it a million times and it 
won't work. So what do | do? 
—Frederick Price 
Palos Verdes Estates, 
California 


Dear Frederick, 
To become invincible in R- 
Type for the Sega Master 
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IF YOU'RE STILL PLAYING SEGA, NEC, or 
NINTENDO You'RE NOTHING BuT A WEENIE! 


IF YOU'RE PLAYING THE INCREDIBLY HIGH POWERED 
SYSTEM YOU'RE A REAL Hor Doe: 


Tough talk, but think it over. Why fool around with limp, underpowered 16 bit systems when NEO*GEO” 
now offers the hottest, most advanced video entertainment system in the world! 

Fact. NEO*GEO simply out-muscles those guys with the big names. NEO*GEO features a huge 330 meg 
hardware setup that delivers robust 15-channel real voice stereo sound. Unmatched graphics with over 
65,000 vivid colors of amazing detail! Not to mention effects with 4-dimensional realism. 

Does NEO*GEO cost more than other video game systems? You bet. Does a Ferrari cost more than a Yugo? 
Does Prime Rib cost more than squirrel burgers? With NEO*GEO you get more than you paid for. 

It’s simple. Would you rather be a cold weenie? 

Or a real hot dog! 


_ 4096 NEO-GEO 4096 
Simultaneous => =r 
Colors - 
displayed atone Se 
time! 


NEO*GEO 380 
380 
Sprites! 
(Character 
Power) 


NEO*GEO 15 


Call: SNK at (213) 787-0990 or Authorized SNK Dealers 
* Video Express Inc. (800) 253-6665 
* Premier Electronics Group (800) 783-7344 


so ath ees Anyone else may be a weenie in disguise. 
All other product names are trademarks or registered trademarks of their respective holder. The trademarks of "NEO-GEO"are registered by SNK Home Entertainment, inc. 
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defeat El Toro? 
—Jerry Stovall 
High Point, North 
Carolina 


To defeat the lasers in 
Stage 4, move to the right 


When the dragon starts shooting fireballs at side of the screen as soon 


can | do so! can continue 
through the game without 
being killed? | would 
appreciate the help, because | 
really like the game. 
—Barbara Smith 
Vallejo, California 


The first thing to remember 
is not to panic when the 
dragon starts to chase you. 
Once you are at the end of 
the path, get on the middle 
block, and shoot him in the 
face with regular shots. When 
he starts to shoot fireballs at 
you, move to the top block 
and continue shooting. He'll 
be defeated in no time; it'll 
take 14 shots. 


| was reading the 
November issue and 
wondered if you could 
help me with a few 
games. First, how do you 
defeat the lasers on 
Stage 4 of Super C? 
Second, in Wrath of the 
Black Manta, how do | 
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start with the right guns 
and move left. As the shots 
move left, stay very close to 
them so that when they start 
back to the right you 
can pass underneath 
while you’re moving 
back to the right—just 
a process of moving 
from right to left, left 
to right and shooting 
the guns at the same 
time. One of the best 
weapons you can have 
for this end boss is a 
shotgun. 

For Black Manta, 
you must use the four Ninpo 
Arts in this order: fire bomb, 
fire ring, spider and missile. 


It is important fo stay on the right side of the 
screen as soon as the lasers appear in Stage 
4 of Super C. 


Help! | own the Legacy of 
the Wizard game for my NES, 
and | have searched and 
searched for the shield, but | 
can’t find it anywhere. | have 
three of the four crowns that 
I’m supposed to get, but | 
need the shield (which will 
deflect the shots of the big 
bosses) to beat the holder of 
the fourth crown. 

—Darry| Bartlett 


Paragould, Arizona 


In Legacy of the Wizard, you must first find the 
shield in order to deflect the shots of the big 


bosses. 


You can find the shield 
inside a special shop that is 
located four screens below 
the dragon. Once you make it 
to the dragon, use either the 
father, mother or daughter to 
move the rock in the bottom- 
left corner, then travel 
straight down for four 
screens. 

The shop is inside a block 
located under the pillar on the 
right. After obtaining the 
shield, the shop will become 
an inn. 
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T7IOUINA 


rhree Gaming Masterpieces from Russia. 


Coming Soon 
for IBM-PC/ 
Tandy/ 
Compatibles 
and Macintosh! 


The Cold War Was Only A Ruse. 
The Real Russian Attack Is Just Beginning. 


oductivity goodbye. 

1 game designer Dima Pavlovsky delivers 

‘s the fun of TETRIS™ with Troika, an 

trilogy of gaming masterpieces to test your 
trategy and grace under pressure. From the 
| arcade thriller Rebel Planets to the 
construction challenge Metal Hearts to Ivan, 
yelling adventure filled with intriguing visual 
ach game is guaranteed to prevent you from 
thing resembling work. 


a ee nee ees pee 


PARAGON SOFTWAfS 


Marketed by MicroProse Software, 


For prices and ordering information call 1-800-879-PLAY. For technical support al 
service call (301) 771-1151. Call between 9 am and 5 pm (EST) Monday - Friday. | 
trademark of AcademySoft-ELORG. IBM and Tandy are registered trademarks of | 
Business Machines and Tandy Corporation, respectively. Amiga and Macintosh ar 
trademarks of Commodore-Amiga and Apple Computer, respectively. Troika © 19 


COMPILED BY 
Joyce WORLEY 


Vegas Comdex 
Becomes Greatest 
Show on Earth 

Crowds at the 12th-annual 
COMDEX/Fall ‘90 astounded 
even the usually blasé citizens 
of Las Vegas. The event, held 
in the Nevada tourist mecca in 
November, had 1,850 exhibitors 
and 21 miles of display space. 
The 2.2 million square feet that 
filled in the various exhibit halls 
was an increase of 18% over 
last year. 

Buyers, retailers, distributors 
and manufacturers from 21 na- 
tions attended COMDEX/Fall 
’90. The total attendance for the 
show was estimated at approx- 
imately 125,000. 

“A year ago, COMDEX/Fall 
was proclaimed ‘the largest 
trade show in the U.S.’,” says 
Sheldon G. Adelson, chairman 
of the Interface Group, the 
show's creators. “This year, 
we broke all records and had 
the greatest trade show on 
Earth. COMDEX has always 
been a barometer of the com- 
puter industry, and all indica- 
tions are that all is alive and 
well. In fact, optimism is so 
high that ‘record space’ has al- 
ready been reserved for 
COMDEX/Fall ‘91.” 


Titus Titles 

Featured in TV Flick 
The forthcoming 
made-for-TV movie 
Video Cop has 
scenes that spotlight 
two popular com- 
puter games. The 
Screenplayers Com- 
pany, which started 
production on the 
film last fall, is utiliz- 
ing Titus Software's 
Highway Patrol II and 
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Fire and Forget Il in the film. 

Both of these games are re- 
cently introduced sequels to 
early Titus action hits. Highway 
Patrol Il replicates the activities 
of a highway patrol officer in 
a fast-moving driving simula- 
tion with 3-D graphics. Fire and 
Forget II depicts futuristic ve- 
hicular combat. 

Both games are available for 
Amiga and IBM PC computers, 
and versions for the Atari ST 
and Commodore 64 are under 
development. 


Montana Reveals 
Gaming Love 

It goes without saying that 
San Francisco 49er games are 
important to Joe Montana. His 
concentration and dedication 
have made him a Super Bowl- 
winning quarterback, a peren- 


nial Pro Bowl par- 
ticipants and a 
shoo-in for the 
Hall of Fame. 

What most 
fans of the N.F.L. fee 
don’t know is that § 
the star of Joe 
Montana Football 
(Sega for IBM PC, 
Genesis and Sega 
Master System) 
is a longtime 
computer enthu- 
siast. “I started 
hacking about 
eight years ago,” 
Joe says, “and 
now I’m nuts 
about computer 
games!” 

He also revealed that his in- 
terest is shared by other team- 
mates. Said the four-time Super 
Bowl field general, “A lot of the 
guys bring computer games to 
football camp. We all compete 
against each other during the 
off hours. But at home, we just 
play against the computer...” 


Big Business Has 
Bonus Game 
The humorous strategy 
game of corporate manage- 
ment, Big Business (DigiTek 


Software for Amiga, Atari ST, 
Commodore 64 and IBM PC) 
offers up to three players a 
chance to show how they 
could build up a manufactur- 
ing colossus. Using sensitive 
Al (artificial intelligence), Big 
Business is based on a de- 
tailed mathematical model 
of the corporate business en- 
vironment. 

There's a big bonus on the 
Big Business disk too. The 
package also includes Wall 


Street, a realistic simulation of 
the stock market. This share- 
trading game features a port- 
folio database and a stock mar- 
ket trivia quiz. 


JVC, Lucasfilm 
Plan Carts 

Two electronic 
entertainment giants, LucasArts 
Entertainment Company and 
JVC Musical Industries, will join 
forces in the field of video 
games for the Nintendo Enter- 
tainment System. Lucasfilm 
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OFFICIAL 


SHINY, 
GAME LINK 


GAME PAK 


More than just a game of mind-bending intrigue and action, 
Catrap lets you be the architect of the underground labyrinth 
and make your own game of intricate mazes. With 100 
challenging puzzles to solve, only you can help Catboy and 
Catgirl land on their feet. 


Boomers Adventure 
it » ASMIK World 
| at 


Our cute and mighty warrior must battle his way through 
mutant guards to the top of the tower. Travel through 
8 challenging worlds as you help Boomer search for the 
keys to defeat the evil Zoozoon! 


OFFICIAL 
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Asmik 


Asm 5) 

¢ 100 challenging 
mazes 

¢ Build your own 
mazes with Asmik’s 
unique EDIT Mode 

© Rewind function 
allows you to 
travel backwards 
in time 

© 2 player capability 
with GAME LINK” 
cable 


Looking for great game clues, tips 

and secrets? Be a charter member of 
the Asmik Kiue Klub. The first 2,500 
members will receive a FREE GIFT! 

It's easy ~ just purchase any Asmik 
game and fill out the enclosed 
reply card or send in the 
proof of purchase to 


KLU UE H KL ‘LUB 
50n North La Cienega Blvd. . 
Suite 214, a 


¢ 2 player capability 
with GAME LINK? 
cable 

© Screen moves as 
Boomer does 

© 8 challenging worlds 


LICENSED BY 


Nintendo, and Nintendo Entertainment System 
are trademarks of Nintendo of America Inc. 


Games, a division of LucasArts, 
will design, develop and market 
the game. JVC, an authorized 
Nintendo licensee since 1989, 
will handle sales and dis- 
tribution. 

Star Wars, the first title, is 
scheduled for release in early 
summer. It and subsequent car- 
tridges will be marketed as Lu- 
casfilm Games creations under 
the JVC brand name. 


Lynx Line Expanded 
The library of games for the 
Atari Lynx portable video-game 
system will continue to grow 
through 1991, according to 
company spokesmen. As of De- 
cember, the company had al- 
ready shipped over a dozen ti- 
tles; more are being readied 
literally every week. A list of 
currently available titles follows. 
California Games contains 
contests for one or two players 
in surfing, skateboarding, BMX 
dirt track racing and hacky sack. 


Blue Lightning is a one-per- 
son jet-simulator flying-and- 
shooting game with nine mis- 
sions to accomplish. 
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Also for one player, Chip’s 
Challenge (a maze exploration); 
Electrocop (rescue the Presi- 
dent's kidnapped kin by raiding 
the criminal’s fortress and tak- 
ing control of weapons, guards 
and computers); and Gates of 
Zendocon (survive the web and 
travel through 51 universes to 
reach the spider). 

Gauntlet, a contest for one 
to four players, sends the 
player into a fortress/castle to 
rescue a magical stone and 
save the world. 


Todd's Adventure in Slime 
World is a set of six adventures 
for one to four players, starring 
drools, maggots, bloodflies and 
other Slime World creatures. 

Klax is a one-person tile- 
stacking game, based on the 
coin-op of the same name. 

Paperboy sends the gamer 
biking through neighborhoods 
infested with mad dogs, crazed 
grannies and lots of other ob- 
stacles. 

Xenophobe lets one to four 
players clean up a space station 
that is infested with alien lizard- 
like creatures. 

Robosquash is a game of 
ricocheting handballs. 

Ms. Pac-Man lets one player 
control the gobbler in a classic 
maze chase. 

Road Blasters is a hot race 
in an armed vehicle, based on 
the best-selling coin-op. 

Multiple players compete in 
shooting ‘em up in Zarlor Mer- 
cenary (the more you kill, the 
more money you'll earn to buy 
better weapons). 


Rampage stars George the 
Gorilla, who runs amuck, de- 
stroying the city. 

Rygar is a 23-level war 
against monsters and demons. 


Computer Games Post 
Uneven Third Quarter 
There’s no end in sight to 
the sales roller coaster for com- 
puter-entertainment software. 
After an outstanding third quar- 
ter (April-June) 1990, sales 
came back down during the 
next three-month period. Al- 
though sales of IBM PC games 
did rise 2.5% compared to the 
same 90-day interval of 1989, 
the steep decline in sales of 8- 
bit games swamped this mod- 
est gain. 

According to the quarterly 
report prepared by the Soft- 
ware Publishers Association 
(SPA), North American 
computer-entertainment 
software sales were $79.1 
million during the third 
quarter. This is about 19% 
less than last year’s quarter. 


Games Found on 
Most Computers 

What do people do with 
their home computers? Re- 
search by TMR, Inc., on behalf 
of FujiPhoto Film U.S.A., Inc., 
shows that gaming is a com- 
puter activity for more than two- 
thirds of home-office workers. 

According to the study, 68% 
of respondents play games on 
their machines. Only word pro- 
cessing and accounting were 
more frequently cited applica- 
tions. It is indicative of the im- 
portance of computer entertain- 
ment that gaming is a more 
common activity among home- 
office workers than database 
use, telecommunications or 
desktop publishing. 


EA, Maxell 
Offer Free Game 
Electronic Arts and Maxell 
are teaming up to present a 
free-game giveaway for the 
third consecutive year. Special 


ten-packs of Maxell Floppy 
Disks (MD2-D, MD2-HD, MFD- 
DD and MF2-HD) contain a 
unique version of PGA Tour 
Golf on a free 11th disk. 
Booting this bonus disk puts 
the electronic duffer at the 16th 
hole of The Players Champi- 
onship at Sawgrass, three shots 
behind the leader, with just 
three holes to play. A comeback 
won't be easy, because the 17th 
hole is a killer with water haz- 
ards in every direction. The 
complete retail version of PGA 
Pro Tour Golf lists for $49.95. 


Lucasfilm Goes 
on the Towns 
Fujitsu’s F.M. Towns 
computer, which is not yet 
available in the United States, 


isn’t escaping the notice of 
American software publishers. 
The IBM PC system, which in- 
corporates a CD-ROM drive, is 
currently selling well in Japan. 
Although Fujitsu has an- 
nounced no firm plans to bring 
the unit to this country, some 
software makers have decided 
to start support for the system. 

The latest to announce 
products for the F.M. Towns is 
Lucasfilm Games. The first 
group of titles consists of Zak 
MckKracken and the Alien Mind- 
benders, Loom and Indiana 
Jones and the Last Crusade: 
The Graphic Adventure. All 
three are currently available 
on disk for conventional com- 
puters. 


Lynx Volunteers 

for Desert Shield 
Atari Corp. has arranged to 
send display kiosks with Lynx 
color portable video-game ma- 
chines and cartridges to U.S. 
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Ratings and 
Reviews on 
Over 200 
VideoGames! 


No-holds-barred 
reviews and 
ratings on: 

@ Game play 
© Age level 


5 ie go into a 
store to buy a 
new cartridge for 
your Nintendo 
Entertainment Sys- 
tem, but how do 
you know what's 
good and what's 
bad? Now VipeoGames & COMPUTER ENTERTAIN- 
MENT and Hayden Books have put together 
the final word on NES games. VipEOGAMES & 
Computer ENTERTAINMENT'S® Complete Guide to 
Nintendo® Video Games is a full-color book 
that offers over 200 descriptions and 
reviews of NES and Game Boy titles, featur- 
ing the latest cartridges from all of the NES 
software manufacturers like Ultra, Capcom, 
Electronic Arts, Acclaim, Konami and even 


appearance 
@ Sound 
e Game Boy™ 


Nintendo itself. Even “unlicensed” compa- 
nies such as Tengen, American Video Enter- 
tainment and Color Dreams are covered. 


VideoGames 


& Computer Entertainment 


COMPLETE GUIDE 1D 
NINTENDO’ VIDEO GAMES 


VIDEOGAMES & Com- 
PUTER ENTERTAIN- 
MENT’s® Complete 
Guide to Ninten- 
do® Video Games 
is available at 
most bookstores, 
or send $12.95 
(plus your state sales tax) to Macmillan Pub- 
lishing, Front and Brown Streets, Riverside, 
NJ 08075, Attn: Mail-Order Department. 
Credit-card orders (MasterCard, Visa or 
American Express) can be made toll-free at 
(800) 257-5755. 


Don’t be an uninformed buyer. Pick up a 
copy of VipeoGames & COMPUTER 
ENTERTAINMENT’S® Complete Guide to Ninten- 
do® Video Games foday. It makes a great 
Christmas gift! 


HAYDEN BOOKS 
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forces participating in Opera- 
tion Desert Shield. By arrange- 
ment with the Defense Logistics 
Agency and the USO, Atari 
placed these game stations at 
military recreation centers in 
Saudi Arabia. 

Each of the special display 
units contains four Lynx sys- 
tems and complete libraries of 
cartridges. “We've packed the 
kiosks so they can be taken 
right from the palettes, plugged 
in and used by the men and 
women who are temporarily 
stationed in Saudi Arabia,” says 
Meade Ames-Klein, president 
of the consumer-products 
game division. He added that 
the game systems reached the 
centers in time to brighten 
Christmas. 


Atari Goes 
to the Movies 

Some patrons of Cineplex 
Odeon Theaters got their first 
close-up look at the Atari Lynx 
color portable video game unit 
in December. Lynx kiosks in the 
lobby and ads in the three-mil- 
lion-circulation Movie Magazine 
were part of an Atari outreach 
program to spread the news 
about its upscale portable. Each 
kiosk has two Lynx systems, 
which play almost all of the 
Lynx titles. 

“By placing the Lynx kiosk 
displays in the theaters,” 
says Ron Beltramo, vice- 
president of marketing, 
“we give them the hands- 
on experience of sam- F 
pling the realistic full-color 
display and four-channel 
sound that they can have 
as their own when they 
purchase the Lynx system 
and game cartridges.” 


Electronic Arts 
Tries Sports, Sci-Fi 
The newest introductions for 
computer play from Electronic 
Arts feature a couple of hard- 
hitting sports titles and a duo 
of science fiction world 
builders. 


26 


Earl Weaver Baseball 2.0 is 
just the thing for fantasy 
league gamers. Players can 
download current stats (from 
online baseball stat services) 
to update their fantasy team. 
The computer opponent has 
new skills: better fielding, im- 
proved baserunning and a 
wider selection of pitches. The 
manager can keep up to a 40- 
man roster for the season. 
Players look more true-to-life 
in this new program and are 
larger. 

Mario Andretti’s Racing 
Challenge puts players through 
dirt-track racing to work up to 
top-quality cars. Included are 
sprint, modified, stock, proto- 
type, Formula 1 and Indianapo- 
lis 500 cars. The gamer must 
beat Andretti’s record in order 
to excel. 

PowerMonger, ready at the 
end of 1990, is the latest wrin- 
kle from Bullfrog, the U.K. 
group that created last year’s 


hit Populous. The new game 
casts the player as a deposed 
king and tribe leader settling 
an uncharted territory. The 
land is built of 3-D vector 
graphics and includes hills, 
plains, roads, buildings, trees, 
lakes, boats, waterfalls and 
streams. The population in this 
rural world is made up of fish- 
ermen, farmers, ranchers, an- 
imals and birds. 

Hard Nova turns the gamer 
into a mercenary in the frontier 
system, recruiting new gangs 
of pilots, gunners, program- 
mers and engineers to face and 
defeat an interstellar 
plot. A dialog system 
lets the player lie, 
cheat, flatter or 
threaten aliens to get 
information, help and 
favors and accept or 
+) give bribes. The com- 
bat systems include in- 
door fights with 
blasters and grenades, 
dogfights in hover- 
crafts and large-scale space 
warfare. 


Acclaim 
Is Santa 
in Saudi Arabia 

U.S. troops stationed in the 
Persian Gulf received an unex- 
pected visit from “Santa” last 
Christmas when Ac- 
claim Entertainment, 
Inc. and Boeing Heli- 
copter’s “Christmas in 
Saudi Arabia” volun- 
teer program spread 
glee throughout the 
Gulf by donating 
10,000 SuperPlay 
Hand-held video 


games. Two thousand copies 
of Wizards & Warriors, Iron 
Sword, BigFoot, Knight Rider 
and 1943 made the long journey 
overseas for the troops’ recre- 
ational pleasure. 

“We understand that elec- 
tronic games are among the 
items most requested by sol- 
diers stationed in the Persian 
Gulf,” reports Acclaim’s Gre- 
gory Fischback. 

“We feel the least we can 
do as a small token of our ap- 
preciation is provide gifts of 
our hand-held games to 
brighten their holiday season 
away from home.” 


Online Service 
Introduces New Game 

America On-Line just added 
a new real-time game for play 
on the telecommunications ser- 
vice. Puzzler lets the online 
gamer create a character, per- 
sonalize its looks then appear 
as a contestant on a Wheel of 
Fortune-style show. 

In addition, Puzzler also per- 
mits some amusing pie-throw- 
ing between the on-screen per- 
sonas, in addition to the 
opportunity to compete with 
other onliners in the Wheel 
of Fortune game. 

America On-Line is currently 
offering services for $5 during 
the evening hours ($10 during 
the day) to Apple PC users 
through modem and phone 
hookup. 


Top Coin-Ops of 

November 1990 
Figures courtesy of RePlay 
magazine, based on an earn- 
ings-opinion poll of operators. 
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Best Upright Videos 

1. Race Drivin’ by Atari 

. Pit-Fighter by Atari 

. Hard Drivin’ by Atari 

. Teenage Mutant Ninja 
Turtles by Konami 

. G-LOC by Sega 

. Galaxy Force by Sega 

. Beast Busters by SNK 

. Smash TV by Williams 

. 2-Dude Off Road by 
Leland 

10. Final Lap by Atari 


> WN 
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Best Coin-Op Software 
1. Magic Sword by Capcom 
2. Ninja Combat by SNK 
3. Final Fight by Capcom 
4. Violence Fight by Taito 
5. WWF Superstars by 

American Technos 
6. Raiden by Fabtek 
7. Off Road Trak Pak by Le- 
land 
8. Baseball Stars by SNK 
9. MVP by Sega 
10. Magician Lord by SNK 


Best New Uprights 
1. Riding Hero by SNK 
2. ATAXX by Leland 
3. Top Landing by Taito 
4. Air Inferno by Taito 
5. Punk Shot by Konami 


Condor Flies 
to Tandy 

Tiger Media’s CD-ROM 
game, Airwave Adventure: The 
Case of the Cautious Condor, 
keeps becoming available to 
more gamers. The latest mul- 
timedia system added to the list 
of versions is the Tandy 2500XL 
with CD-ROM. 

Condor is an interactive 
detective adventure in the 
Agatha Christie style of murder 
mystery. The game was first 
introduced for play in Japan 
on the F.M. Towns. It is avail- 
able in the USA for play on 
Sun Microsystem’s SPARCsta- 
tions and is also scheduled for 
the Commodore CDTV. It uses 
300 megabytes of program- 
ming, including three hours of 
audio and over 800 high-res 
images. The player/detective, 


28 


on board a luxury airliner, has 
20 minutes to discover the 
murderer. 

Tiger Media's development 
technology, which the com- 
pany is making available to the 
rest of the industry, allows the 
company to adapt products 
quickly for all optical disc plat- 
forms. The company expects 
Condor and all future Tiger 
Media products to be made 
available for most successful 
multimedia standards. 


Publisher 
Continues 
Gaming Series; 
Adds Titles 

Bantam Electronic Publish- 
ing is continuing its commit- 


ment to gaming with the pub- 
lication of several new books 
devoted to gaming entertain- 
ment in its “Game Mastery Se- 
ries.” The 1991 Bantam Com- 
puter Book catalog introduced 
Ultimate Sega Game Strategies 
for the Master & Genesis Sys- 
tems, by Corey Sandler and 
Tom Badgett (288 pages, $9.95). 
It reviews 43 Genesis and 21 
SMS titles, rates each according 
to subject matter, difficulty and 
target age and also provides 
tips and strategies. 

The pair of authors also 
have a follow-up to their best- 
selling Nintendo strategy 
books. Ultimate Unauthorized 
Nintendo Game Strategies, 
Vol. 3 (352 pages, $9.95) con- 
tains storylines, tips, secrets, 
tactics and strategies for over 
100 1990-91 games. It also 
introduces a new rating sys- 
tem based on graphics, sound, 


response and fun. The book 
contains a set of discount 
coupons for NES game car- 
tridges. 

Sandler and Badgett also 
authored The Official Turbo- 
Grafx-16 Game Encyclopedia 
(288 pages, $9.95), with detailed 
storylines for 46 1990 games 
and special previews of 1991 
titles. It categorizes (by subject 
matter and target age level) and 
assigns difficulty ratings to 
each title, then rates each for 
graphics, sound, response, dif- 
ficulty level and fun. 

In addition, the book con- 
tains a lot of NEC news, includ- 
ing an introduction to the Tur- 
boExpress (handheld system) 
and CD-ROM and a how-to 
guide for assembling 
the TurboGrafx-16 with 
components. 

Bantam’s Game 
Mastery Series also 
added The Authorized 
Uncensored Leisure 
Suit Larry Bedside 
Companion, by Peter 
Spear (256 pages, 
$9.95). It walks the 
reader through the sto- 
ries of the three LSL games 
with step-by-step moves, re- 
veals how to score information 
and provides maps for every 
locale and other goodies that 
add fun to the game. It goes 
beyond Sierra’s traditional hint 
books and adds a lot of infor- 
mation about Larry that no fan 
will want to miss. 


Whitestar 
Starts CD-ROM 
Projects 

Whitestar Mageware’s 
premier release, The 
Golden Immortal, marked 
the new entertainment 
company’s entrance into 
CD-ROM. The adventure 
quest is said to use all of 
the capabilities of the 
media with expanded 
sound and graphics. 

Sophisticated Santa Fe, 
currently being readied for 


market, is for armchair travel- 
ers. It lets the gamer choose 
from picture icons to visit dif- 
ferent areas of town. Among 
the information it holds are rec- 
ommended locations to visit, 
restaurants, parks, recreations, 
cultural and sports affairs. 
There are other tour guide fea- 
tures and original musical 
themes for each area. It uses 
a system of zooms and “dy- 
namic visuals,” and windows 
pop up to allow the traveler to 
thoroughly explore the city. 

Sophisticated Santa Fe, for 
play on IBM with VGA and CD- 
ROM, is the first in a series 
of armchair explorations 
planned by the New Mexico 
company. 


New Wireless 
Remote 
Introduced 

Acclaim’s newest wireless 
remote, the Power Player, 
priced at $19.95, is said to be 
accurate up to 30 feet, 
lightweight and comfortable. 
And, of course, it eliminates 
those wires that interfere with 
game play. 

Sam Goldberg, Acclaim’s 
vice-president of marketing re- 
marks, “Thanks to new tech- 
nology, we've been able to cre- 
ate an infrared peripheral at a 
moderate price, and by offering 
a completely wireless format, 
the Power Player adds a new 
dimension to the growing ac- 
cessory market.” & 
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ad enough of ninja swordfights on Planet Zark? Wondering why it’s always up to you to defend 
l€ universe against foreign terrorists with bad breath and giant radioactive amoebas? 


eclaim your brain! Get Puzznic” 
it's the fast-paced puzzle that'll give your mind a heavy duty workout. 


IZznic Seems easy — move and match geometric shapes to wipe out all the puzzle pieces. 
ouble is, you've got to match the shapes in just the right order—or you won't blast one puzzle 
id get to the next. Rack up bonus points for matching multiples — if you're really fast, you can 
at the clock and start some chain reaction action. And when you finish the first 160 puzzles, 
e fun’s not over. You also get Gravnic; the bonus game that lets you play against gravity. 


dump the fake stun gun. You’ve got a few more hours before the universe goes terminal. 
imp up your brain cells with Puzznic. When you pop back into those ninja pajamas, you might 
st me a fighting chance. Actual Nintendo Entertainment System’ screens shown. 


ae <= 


TAITO’ 


Taito Software, Inc., 390 Holbrook Drive, Wheeling, Illinois 60090 


Taito? Puzznic~ and Gravnic™ are trademarks of Taito America Corporation. Copyright © 1990. All Rights Reserved. 
Nintendo” and Nintendo Entertainme ot Goctscn® et ee ae 


TAITO 


THE ONLY GAME IN TOWN” 
a 


Taito, 390 Holbrook Drive, Wheeling, IL 60090. Taito® QIX® Sparx! Spritz™ and Your Mind Is Your Only Weapon™ are 
trademarks of Taito America Corporation. Taito ©1990. All rights reserved. Nintendo® and Nintendo Entertainment 
System® are registered trademarks of Nintendo of America Inc. ©1990 Nintendo of America Inc. 
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Yea & Nay is an inside 
look at the high and low 
points in the electronic- 
game industry. It’s an 
opportunity for the com- 
panies that decide what 
games we'll be playing 
to be patted on the back 
or slammed to the mat 
for what they do. 

If you want to give 
credit where credit is 
due—whether the com- 
pany belongs in the Hall 
of Fame or Hall of 
Shame—send your opin- 
ions to VG&CE, 9171 
Wilshire Bivd., Suite 300, 
Beverly Hills, CA 90210, 
Attn: Yea & Nay. Let’s 
hear how you feel! 


NAY 


Though this is an issue that’s been raised in the pages of 

VIDEOGAMES & COMPUTER ENTERTAINMENT before, we'd like to give 

a thumbs down to game designers stuck in the rut of the “scroll- 

boss-scroll-boss” video game. In fact, upon our first viewing of the 

Super Famicom, it was somewhat disheartening to see that Super Mario World 

(also known as Super Mario 4) is nothing more than another rehash of the type 

of game we are all too familiar with. Sure, the independently scrolling 

backgrounds (like those found in Genesis and TG-16 games) and fabulous 

sound are great, but all the new technology in the world won't stop player 
boredom. 


NAY 


We aren't 
mentioning any 
names, but there 
are rumblings that certain mail- 
order companies—mainly some 
of those that buy and sell used 
video games—are ripping off 
customers in a variety of ways. 
We've gotten letters from a 
bunch of readers documenting 
paid-for merchandise not being 
received for weeks, broken 
products, unanswered phone 
lines and used equipment not 
being compensated for. 

If any of these stories are true, 
shame on the individuals 
involved. Sadly, this type of thing 
does happen; but at the same 
time, some companies make 
mistakes. The bottom line is to 
beware of any mail-order 
transaction. Document 
everything to protect yourself 
from getting burned. Finally, if 
you have a problem with a 
VG&CE advertiser, we want to 
know about it. Please write to us, 
and tell us what happened. Of 
course, accidents happen, but if 
we get too many complaints 
about one company, we'll make 


Let's get with it, gang. We need some truly new games! an effort to remove its ad from 
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the magazine. 


YEA 


“~~  Computer-game manufacturers, on the other hand, are going 
for some interesting ideas and uses of the hardware. For 
example, such games as 3 in Three (Cinemaware), Wing Commander 
(Origin), Rise of the Dragon (Dynamix) and Sierra’s CD-based products are 
delving into new territory, demonstrating innovative programming 
techniques, game concepts and exploitation of high-capacity media. 
In fact, a recent visit by VG&CE’s editors to Cinemaware’s offices 
demonstrated the company’s desire to break new ground in computer 
and video games. Look for the makers of /t Came From the Desert, the 
TV Sports line of products and Defender of the Crown to continue to 
push technology in a variety of formats, be it producing cutting-edge 
computer games, converting titles for various video-game consoles 
(including plans for Nintendo’s Super Famicom) or writing the book on 
programming for the upcoming CD-I (interactive compact disc). 
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Rise 

-to the 
challenge. 
Fast. moving 
Arcade Action 


for your Nintendo | 
Entertainment System® — 


e INCREDIBLE MID-AIR 
MOVEMENT! 


¢ GIGANTIC ENEMIES! 
"© CONTINUE MODE! 
\” © SECRET CODES. AND 


OE PASSAGES! 

. am © 

ee ¢ ARCADE STYLE 
mu GRAPHICS! 


“cunt 


© AWESOME MUSIC! 


Looking for great game chies, tips 
and ts? Be a charter member of 


the Asmik Kiue Kiub. The first 2.500 
i GIFT 


| 
KLUE KLUB : 
50 North La Cienega Blvd. | 
Suite 214, Beverly Hills, CA 90211 


LICENSED BY NINTENDO 
FOR PLAY-ON:THE 


‘ENTERTAINMENT 
SYSTEM*. & 


Nintendo, and Ninténdo Entertainment System 
are trademarks of Nintendo of America Inc. 


Corporation of America 


CIRCLE #116 ON READER SERVICE CARD. 


SEGA 
For the Sega Genesis ($49.95) 


PLAYABILITY 


123456 7[§. 10 
123456 8 9 10 


OVERALL 


After all the hype, hoopla and holdups, 
it’s finally here—the eagerly anticipated 
result of one of the biggest video-game 
endorsement deals of all time. The final 
version of Joe Montana Football bears 
no resemblance to the horizontally scrolling 
football game that had been shown in 
Sega’s TV and print ads. Nor does it look 
anything like the 8-bit Sega Master System 
version. Like TV Sports: Football or John 
Elway’s Quarterback, it's a flat-perspective 
vertically oriented contest that emphasizes 
action over strategy. 

Let’s get some of the details out of 
the way, shall we? Players can compete 
against the computer or against a friend, 
but there’s no two-player-cooperative 


mode. If you play alone, you can participate from a tetal of 24 offensive 
plays and defensive 
patterns. 


in a playoff series that leads up to the 
“Sega Bowl,” or you can play anty the 
last two minutes of a game using 
a randomly generated score. The 
16 teams included are identified 
by city only; the game is not endorsed 
by the National Football League 
or the NFL Players’ Association, J 
so the teams have no names, and 
they don’t wear the same colors 
as their NFL counterparts. 
With or without the ball, players 
can choose four different plays 
from each of six different formations, 
for a total of 24 offensive plays 
and 24 defensive patterns. If you need 
help, the computer suggests “Joe’s Play,” 
ostensibly the call that Montana would 
make if he were in your shoes. Penalties, 
injuries and fumbles are also included. 
As you might expect from a cartridge 
that’s endorsed by a three-time Super 
Bow! MVP quarterback, the passing game 
is handled beautifully. | can’t even begin 
to describe the tremendous flexibility 
that’s available when throwing the ball. 
Also, despite the seemingly overwhelming 
complexity of the 
passing plays, the 
control scheme is 
really very natural 
once you've ex- 
perienced a few 
games. The “hel- 
met display” isa 
nice touch; it’s a 
window that shows 
your intended re- 
ceiver. The “frame” 
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vans 


Joe Montana Football 
allows gamers to choose 


surrounding the window gives the impression 
that you're looking out from inside a football 
helmet. Most important, the game does 
not stress passing at the expense of the 
rushing game. That's a problem that has 
plagued too many football video games, 
and Joe Montana Football is well-balanced 
in that regard. 

Sega has also done a good job of including 
realistic “skill” factors without getting 
the player bogged down in statistics and 
complex menu screens. Granted, some 
people enjoy keeping track of individual 
players’ stats, but Joe Montana Football 
keeps things simple for the casual gamer. 
The different teams have noticeably different 
strengths and weaknesses, as do the players 
who make up those teams, but this information 
is not essential to your enjoyment of the 
action. If you just want to play a quick, 
brainless ten-minute game, you can. On 
the other hand, if you insist on knowing 
which of your defensemen can blitz most 
effectively, it’s easy to find out. 

On the negative side, there’s no question 
that it’s far too easy for the ballcarrier to 
break a tackle. Some of the teams have 
kick returners who can literally run rings 
around would-be tacklers, and if one of 
them should get too close, a few jabs at 
the “B” button will shake him loose. Be- 
cause of this flaw, scores of 100 points 
Or more are common when playing against 
the computer. The two-player mode is a 
lot of fun, partly because you can handicap 
the better of the two players by assigning 
him or her a lesser team. But to get a decent 
challenge out of the one-player game, you’ve 
got to pick a really pathetic team and let 
the computer be San Francisco every time. 

In what must surely be considered a 
landmark in gaming history, the voice 
of Joe Montana himself can be 
heard throughout the game. “Welcome 
to Joe Montana Football,” says 
the man, and the title screen cycles 

through digitized photos of Montana 
winking and pointing at you. Big 
plays are also rewarded with ex- 
clamations like “Great catch!” 

r “Great play!” Aside from the 
hissing crowd noises, the sound 
effects are good, and the music 
is above average, but | can’t understand 
why the tunes and sound effects 
were not pro- 
grammed in stereo. 
This is one of the 
most important 
Genesis titles to 
date, and it deserves 
much more than 
the rather ordinary 
mono treatment 
it’s been given. 

Sega nearly 
missed the boat 
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‘by Bondwell 


UR BEST SHOT! 


PYTHON 3. ~-QS 135 
Precision Performatice 
fopseda GENESIS 
ibsbit VideoGame 
SYSIOMS. 


PYTHON - OS 130F 
BioGrip-eoritro! and deluxe 
digital-respense plus 
high-speed aute-fire 
ang.duat triggers 
Compatibie 

with most video 

game systems.* 


ACHE <5 131 
Past action and 
BisGrip for 
Maximum-control. 
Gompatible.with 
Atari-and 
Commodore 
game systems 


MAVERICK - 0S 4286 Se 
8-dirsetion, arcade-tyae 
control. stick with two 
player select switch 
Compatible with most 


video game,systems.* FLIGHTGRIP- Os 
STARFIGHTER - QS 127 Highspeed auto-tareand 
Far and away the most versaate remote 8-directionthumb-pads 
cortroller, effective at 20 feet, compatible Compatible with'most video 
withm@stvideo game systems.” gamersystems.* 


INSIST-ON QUICKSHOT..; 
THE GENUINE PIECE 


- ao, by Bondwell: 


se Available at most major department stores and computer dealers. 
*Sega, Atari, Commodore, MSX and Amstrad 
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with this one; the pigskin season has 
already ended, and a lot of potential consumers 
were swept away by the realism and general 
excellence of Electronic Arts’ John Madden 
Football, which was released just in time 
for the holiday shopping crunch. But Joe 
Montana Football is a game for video- 
game players, not just football fans, and 
a lot of Genesis owners should agree 
that it was worth waiting for. 

—Chris Bieniek 
Sega of America 
573 Forbes Blvd. 
South San Francisco, CA 94080 
(800) USA-SEGA 


Adventure Island Il 


HUDSON SOFT 
For the Nintendo Entertainment 
System ($49.95) 


Adventure Island Il is obviously a sequel 
to Adventure Island and picks up where 
the last one left off. Yes, it seems that 
the Evil Witch Doctor hasn't given up 
yet, and although Princess Leilani may 
be safe, her sister Tina isn’t. Our unfriendly 
doctor has stolen her away and hidden 
himself within a chain of eight deadly 
islands, all full of his monstrous creations. 
Playing the part of Master Higgins, a chubby 
little fellow in a grass skirt and baseball 
cap, your journey will include travel through 
the isles, battling the doctors creatures 
armed only with a hand axe. You'll occasionally 
be helped out by your fireball-spewing, 
tail-thrashing or rock-dropping dinosaur 
friends. 

You start your quest with three lives, 
your hat and the skirt on your hips. All 
other items must be found as you travel 
throughout the islands. Food appears 
around you as different fruits, which must 
be eaten to keep your energy level up. 
You lose energy over time and whenever 
you stumble over an obstacle in your 
path. Enemies that contact you don’t drain 
energy; however, they will defeat 
you with one touch. Other items, 
such as your axe, skateboards 
and friendly dinosaurs, as well 
as hidden warp areas, bonus 
areas or secret rooms, are all 
found within eggs that either 
lay about or are occasionally 
dropped by one of the doctor’s 
creatures when it is defeated. 

When first entering an area 
of the island, a menu of sorts 
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Hudson Soff’s Adventure 
Island II will keep you 
coming back for more with 
its intriguing game play. 


is presented that will allow you to select 
which items you would like to use in that 
area. Some of your dinosaur accomplices 
aren't able to travel in water, for example, 
so you can select another that can. As 
eggs are collected, you can increase your 
supply of each kind of helper and collect 
extra axes for later stages. Eachtime 
you die, all of your current possessions 
are lost. Using these items, you must 
run, jump and sometimes fly through 
each stage, all the while either avoiding 
or defeating the monsters in your path. 

The stages themselves are basically 
made up of jungle, underwater, snowy 
and desert landscapes, with a few varia- 
tions. Many of the landscapes are similar 
from island to island, and except for enemy 
placements, there isn’t quite as much 
variety as one might expect with nine 
to 14 possible areas on each island. At 
the end of each island is a boss creature 
that must be killed—of course—before 
you can progress to the next island. 

lf you've played the first Adventure 
Island or are familiar with the first few 
Wonder Boy games, this game will be 
familiar both in its game play and even 
in some of the strategies involved. Only 
one player may compete in this game, 
and unlimited continues are available. 
However, when continuing, your game 
starts over back at the first stage of the 
island that you are currently on, without 
any of the items that you have collected. 
(The only exception is if you have acquired 
the hidden Hudson Bee, which will let 
you keep your items by simply holding 
left and pressing 
start.) A level select 
is available, though 
don’t count on it 
to make the game 
much easier. Some 
islands simply can't 
be traversed unless 
you have at the very 
least a weapon at 
your side. 

Overall, what 
makes this game 
interesting is the 
game play—it keeps 
you coming back 
for more. The graph- 
ics are average, as 
is the music, but they are good enough 
so that they don’t really detract from the 
game much. Adventure Island Il has enough 
challenge to keep even better players 
working for a while in their quest to defeat 
the doctor. 

—Brent Walker 

Hudson Soft 
400 Oyster Point Blvd., Suite 515 
South San Francisco, CA 94080 
(415) 871-8895 
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MegaMan 3. 
Anything else you 
to know? 


—— ee SnakeMan, HardMan, GeminiMan, MagnetMan, 
Pe NeedleMan, ShadowMan, SparkMan and TopMan. 


Se bd “He They're the eight new robotmasters in MegaMan 3. 
i 
“= +t =a a 


Defeat them all and you'll still have Dr. Wily to deal 
with. And possibly even a 

few of your old enemies from 

1 and 2. Okay, now the only 

question that remains is how 

fast you can get to the store 

and get 3. 


Licensed by Nintendo” for Play on the 


ENTERTAINMENT 
s¥sTem 


© 1990 CAPCOM USA, INC. Nintendo and Nintendo Entertainment System are trademarks of 
Nintendo of America Inc. For more information call 408-727-0400 
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Thunder & Lightning 


ROMSTAR 
For the Nintendo Entertainment 
System ($44.95) 
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OVERALL 12345789 10 

In his never-ending quest to savor fine | 
foods, the Romstar character Mr. Chin | 
has sparked the ire of the god Thunder | 
Warrior. “There are foods better left uneaten, | 
answers better left unknown and places | 
better left unseen,” the god reasons with 
contrivance. As punishment for pursuing | 
sensual delights of the taste buds, he 
imprisons Mr. Chin behind the “Thirty 
Walls of Regret.” 

There’s only one way out for the food 
connoisseur. Mr. Chin must use a stick 
to deflect a ball (referred to as the “Demo § 
Ball”) to knock out the individual pieces 
of the Thirty Walls of Regret. Moving 
Mr. Chin side-to-side, if you clear away 
all the parts of the first wall, you'll be 
advanced to the second one—and so on. 

Wait a second. Doesn't 
this sound like Arkanoid? 
Yes and no. Yes in the playability 
sense, no in that this game 
is called Thunder & Lightning. 
Otherwise, this is indeed an 
Arkanoid play-alike. 

Let’s look at the evidence, 
shall we? Hit one of three 
“power-up Carriers” (a flying 
saucer, submarine or airplane) 
with the Demo Ball, and it 
will release a “special item.” 
Catching one of these items 
as it descends will modify 
Mr. Chin’s stick: extend the 
length of it, enable it to “catch” 
the Demo Ball or give it the capability 
of shooting missiles. Other items affect 
the Demo Ball itself: they might enlarge 
the size and power of it, slow its speed 
down or split it apart into either three 
or six separate balls. There’s an item that 
will give Mr. Chin an extra life too. 

There are four bad guys out to complicate 
Mr. Chin’s breakout. Sea anemones spit 
out two balls if they get hit by the Demo 
Ball. This can be either a hindrance or 
a help. Another creature that can function 
as a help is the bird. Hitting this feathered 
friend will cause it to fly away, smashing 
through wall pieces. The octopus’ only 
aim is to weigh down Mr. Chin’s stick and, 
thus, slow his movement. Especially bothersome, 
however, are the turtles, which crawl into 
spaces and take the place of blocks. Then 
there’s the Thunderwarrior man himself. 
The only mildly interesting aspect of Thunder 
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& Lightning is when he appears hurling 
lightning bolts at Mr. Chin. 

Graphics are “nice” but plain overall—blasé 
would be a kinder way of saying it. The 
musicis impressive, but it doesn’t vary 
much. In fact, the soundtrack is so good 
that it seems wasted on the dull visuals 
and game play. 

It might be true that this is the only 
game of its type for the NES. After all, 
Taito’s Arkanoid is a little hard to come 
by these days. But so what? Thunder 
& Lightning doesn’t present a different 
variation on Arkanoid-type games—it 
merely clones them and doesn’t do an 
impressive job. Hey, times are tough now, 
and for 40 bucks you think you would 
get something new—or at least a unique 
wrinkle or challenge to something old. 

—Howard H. Wen 
Romstar, Inc. 
22857 Lockness Ave. 
Torrance, CA 90501 
(213) 539-5283 


NEC 
For the TurboGrafx-16 ($49.99) 


OVERALL 12345 6s 9 10 

Hudson Soft’s Bomberman for the TG- 
16 (also available for NES) is a simple 
strategy game with the added appeal 
of wild, wanton destruction. Like Boxy 
Boy, Tricky Kick and other puzzle games, 
it’s played on a grid around which you 
maneuver, trying to avoid deadly opponents, 
cutting a path through the scenery 
and finding helpful items—such 
as an exit! Simple to learn and 
more addictive than many games, 
Bomberman is too quick a play 
for serious players, types that 
like to sit down and burn a hole 
in the joypad from eight-hour 
sessions. 

That's the problem. You'll 
be hard-pressed to tear yourself 
away, but if you don’t, the game 
will be over in a day or two. 
With three continues anda 
password system, you have, 
in effect, a game with unlimited 
continues (if you run out of continues, 
you just use the password to reach the 
same spot). Nobody’s forcing you to use 
the password, so you can extend the life 
of the game by not using it. That’s not 
very satisfying when the game tempts 
you so readily to keep playing. 
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* It has been 
but one short year») s- 

since the Champions of Krynn claimed 
victory over the massed forces of evil. 4” 
Now, the Lord of the Death Knights, Soth 
himself, is preparing to wreak havoc in an 
eruption of evil such as Krynn has never 
witnessed! 

As members of the Special Solamnic 
Order of the Champions of Krynn, you 
and your party stand as the only force 
capable of answering Soth’s deadly chal- 
lenge - and living to tell of it! 

DEATH KnicuTs oF Krynn takes the 
award-winning game system used in 
CHAMPIONS OF Krynn to new heights! Now, 
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STRATEGIC SIMULATIONS, INC: 


characters «= 97" -."- .9- 


transferred from Cxampions or Krynn can 
keep their money and items. Higher 
character levels, new monsters, new spells 
and enhanced combat aiming make for 
AD&D’ fantasy role-playing beyond 
anything you've ever experienced! 


To order: visit your retailer or call: 
1-800-245-4525, in the U.S.A. & Canada, to 
charge on VISA or MasterCard. 


To receive SSIs complete product catalog, 
send $1.00 to: 

SSL 675 Almanor Ave., 
Suite 201, 

Sunnyvale, CA 94086 


ADVANCED DUNGEONS & 
Ey ™ DRAGONS, AD&D 
DRAGONLANCE, and the 
TSR, Inc. —_ TSR logo are trademarks 
owned by and used under license from 


TSR, Inc. ©1991 TSR, Inc. ©1991 Strategic 
Simulations, Inc. All rights reserved. 


You'll probably do as! did, give 
in and keep playing. There are eight 
levels, each of which has eight 
areas. Each level takes you closer 
to the winged villain who's kidnapped 
your girlfriend; the final three levels [ 
are in various stages of the villain’s | 
castle. The terrain, which varies | 
from level to level, is nice (though | 
it has no bearing on game play), 
particularly one level in which you 
must slog through screen after 
screen of knee-deep water. Most 
areas scroll either vertically or horizontally. 

Each area is dotted with stones that 
you cannot walk through and that cannot 
be destroyed. But scattered throughout 
are other obstacles (bushes, hills, piles 
of wood) that can be destroyed with bombs. 
Eyeballs, wizards, ghosts and little creatures 
of all shapes and sizes patrol the area. 
The eighth area of each level is an especially 
amusing challenge in which there are 
no obstacles to get rid of, but you battle 
long snakes and weird, powerful creatures 
that require frequent bombings before 
they’Il succumb. 

The real fun comes from setting off 
bombs. You've got to be tricky and lead 
the creatures into the explosions. This 
gets tougher as the creatures get smarter 
and faster while you progress. You can 
create enormous chains of explosions 
that reshape the maze totally and destroy 
handfuls of enemies at once; it’s gruesome 
how satisfying a good explosion can be! 

Hidden under the obstacles in each 
area are the exit and the bonus. The exit 
won't activate until you've destroyed 
every opponent in the area. The bonuses 
differ from area to area: There’s a timer 
that allows you to set the bombs off on 
comman4d, suits that let you survive normally 
fatal explosions, extra lives and so on. 
Each item is yours to use from area to 
area until you lose your current life. 

The sound effects make good use of 
stereo and the explosions make a satisfying 
roar. The music isn’t varied enough, changing 
only once per level, but it’s bouncy and 
cute, just like the game. The graphics 
are strictly cartoonish and the animation 
very simple, but the game’s strength lies 
in the strategy, not in the graphics. There 
are two separate two-player modes: one 
for a pair of TG-16s and the other for two 
TurboExpresses linked together. 

Hotshots will finish this cart the day 
they bring it home. That's the only drawback 
to Bomberman, which is otherwise an 
extremely habit-forming and enjoyable 
diversion. 

—Joshua Mandel 
NEC Technologies 
1255 Michael Drive 
Wood Dale, IL 60191 
(708) 860-9500 
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Arch Rivals 


ACCLAIM 
For the Nintendo Entertainment 
System ($44.95 ) 


6789 10 
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There was a time when video-game 
designers were treated like celebrities. 
The recognition started with Activision, 
which clearly identified the persons 
responsible for each new release. 
That was useful information at 
the time: If you liked a game that 
had been designed by David Crane, 
for example, it wasn’t unreasonable 
to expect his next game to be pretty 
good too. Nowadays, most cartridge- 
based titles are designed in Japan, 
and nobody seems to be interested 
in keeping track of who did what. 

That’s why you're probably not 
familiar with Bally/Midway’s Brian 
Colin, the designer who's responsible 
for the zany artwork in coin-ops 
like Rampage, Xenophobe and 
of course, Arch Rivals. Colin kindly 
refused to comment when | asked 
for his opinion on the NES versions 
of Rampage and Xenophobe, a 
pair of near misses that left me 
bored and disappointed—and less 
enthusiastic about NES adaptations 
of popular arcade games. 

Arch Rivals is a one- or two- 
player basketball game that features 
cartoonish roundball heroes in 
two-on-two competition. Actually, 
the game has as much in common 
with boxing as it does with basketball. 
You see, the referee is nearsighted, 
and the players can punch each 
other out on the court without fear 
of drawing a foul. I’m not going 
to preach about fairness, ethics 
or the reason why sporting events 
have rules; | doubt that anyone 
is going to be inspired to try this 
in real life. Besides, I’m guilty of 
exploiting this feature myself, to the fullest: 
If an opponent makes a three-pointer 
when | didn’t expect him to, I'll just watch 
the ball sail through the hoop and calmly 
slug the guy who sent it there. 

A couple of neat “extras” have survived 
the translation from the coin-op: the backboards 
shatter, the coaches make angry gestures 
and your player may trip over the little 
roly-poly referee. It’s not hard to master 
the intricacies of a game that encourages 
cheating, and that’s why the two-player 
game is more fun than challenging the 
predictable old NES. And the graphics? 
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CIRCLE #119 ON READER SERVICE CARD. 


Well, the characters look just fine in 
the close-up shots that interrupt the 
game each time a player scores, but 
during the main action there’s not enough 
color or detail. The players’ washed- 
out features are a sore spot, particularly 
if you're familiar with the comical facial 
expressions that helped make the arcade 
version so enjoyable. 

Another thing you should know about 


Arch Rivals is that the game is loaded 
with huge, annoying advertisements 
for a certain manufacturer of athletic 
footwear. | don’t think there’s anything 
inherently wrong with the practice of 
advertising in games; in fact, it sometimes 
tends to contribute to a game’s realism. 
But when the halftime show in a basketball 
video game consists of three cheerleaders 
shaking their hips while the one inthe 
middle holds up a giant A...well, that’s 
taking it a little too far. 

I'd hate to think that the NES isn’t capable 
of delivering a decent, good-looking version 
of a game as simple as this one. If the 
game play was good enough to hide the 
shortcomings of the graphics, | wouldn’t 
complain. But Arch Rivals wears out its 
welcome after repeated play, just like 
the aforementioned Rampage and Xenophobe 
did. That’s a shame; all three of these 
titles are a lot of fun at the arcades, and 
I’m sure they'll eventually be treated 
better by more advanced video game 
systems. In the meantime, Acclaim has 
purchased the exclusive first rights to 
release NES versions of Bally/Midway 
titles. I'll be keeping my fingers crossed 
for a successful translation of Colin’s 
Pigskin 621 A.D.—and this time with no 
advertisements. 

—C.B. 
Acclaim Entertainment, Inc. 
71 Audrey Ave. 
Oyster Bay, NY 11771 
(516) 624-9300 
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SAGE’S CREATION 
For the Sega Genesis ($49.95) 
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Sage’s Creation’s third cartridge for 
the Genesis, Crack Down, looks very promising 
when you first boot it—complex and high- 
tech, with windows featuring a map, an 
overhead closeup, ammunition, local 
enemy and weapon readouts and more. 
The game is a series of search-and-destroy 
missions, carried out inside mazelike 
areas crawling with guard robots and 
ammo (a bit like some sections of Rambo 
I/l). Rather than finding hostages, you 
start each mission with a cache of time 
bombs, all of which must be placed in 
strategic locations before you can leave. 

Unfortunately, Crack Down doesn’t 
quite live up to its promise. Each area 
is barely tougher than the next, and there 
aren’t all that many to begin with. You'll 
finish the entire first level (four missions) 
with your eyes closed. Moreover, the 
technique for each mission rarely changes, 
except for some occasional tricky areas 
that require accurate timing. 

The robots are typically stupid; most 
are easily duped into walking into your 
line of fire. You have the added ability 
of pressing yourself close to the wall 
to avoid bullets. 

There’s plenty of ammo to be found 
throughout the mazes, so unless you're 
trigger-happy, getting ammo generally 
won't be a problem. The toughest part 
is to complete the missions before your 
time limit is up and your bombs explode. 

Another disappointing aspect is the 
graphics. The window showing the overhead 
view of the action is pretty small, taking 
up only about a third of the screen. Thus 
the characters are tiny and poorly defined, 
as in Super Hydlide. Although there’s 
a lot of interesting scenery, it’s all too 
small to warrant much attention. 

You're equipped with three weapons: 
a machine gun, a cannon and smart bombs. 
The machine gun fires a steady stream 
of bullets, adequate for most situations. 
Cannon ammois scarcer, but a single 
shot can take out several robots at once. 
Smart bombs destroy everybody around 
you. They’re rarest of all and must be 
carefully allocated. | was hoping to pick 
up the guards’ flame throwers and other 
advanced weapons, but that’s not allowed. 

The most disappointing aspect of the 
game is its lack of depth. Crack Down 
plays like such dungeon action games 


jas Gauntlet and Dungeon Explorer. But 
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Return To A World 
of Loyalty and Honor 


Misplaced loyalties in the feudal era of 
Japan often proved fatal. The mighty Japa- 
nese hero Oda Nobunaga sought an end to 
generations of bloody conflict between the 
warring states of his country. Tragically, his 
dream of unifying Japan ended when he 
was betrayed and murdered by his own 
general. It's your turn now to become a 16th 
century warlord and fulfill Nobunaga's 
ambition! 


| 


Opening Screen 


a. - Command over 400 distinct Samurai char- 
Making an Alliance acters - each with separate personalities 
and goals. A Samurai will pledge his sword 
and honor to your cause, but can he be 
trusted? 


Enhanced battle scenarios include Siege 
warfare, where you must storm the castle 
gates, swim the moat or scale the castle 
walls. In Field warfare, the tactics are Charge, 
Ambush and Surprise. You can even catch 
the enemy off guard by a night attack! 


Battlefield 


Nobunaga's Ambition II, a best seller in Japan, is now available 
for IBM PC/Compatibles and Nintendo! 


Bandit Kings of Ancient China - The evil minister Gao If your character falls in battle, the war con- 
Qiu has usurped the command from the throne. The tinues with your chosen successor. With 
righteous followers of the emperor have been exiled as strikingly detailed graphics, this simulation 
outlaws. Join these heroic rebels in your mission to of Japan's Civil War Era is more realistic 
overthrow a wicked empire, and restore the might to the than ever before! 


throne. 
¢ Two scenarios, five levels of difficulty. 


e 1 to 4 players 
Romance of the Three Kingdoms - As a Warlord of the 


2nd century China, you must restore a shattered Empire. ¢ 38 unique battlemaps and castles. 
Gather the bravest warriors of the land to build up your e Interact with over 400 Samurai 
armies. Use strength and strategy to destroy your ene- characters. 
mies and claim the power to govern all of China. 
and Amig e New HEX battle features Night and Siege 
warfare. 


e 
Genghis Khan - Become the greatest warrior the world Not copy protected. 


has known. Through battles and allegiances, forge the e Full color map/poster. 
mighty Mongol Horde. With armies at your command, the 
empires of the world are tempting targets. Fight bravely 
to achieve the ultimate goal of world conquest. 


Licensed by Nintendo® 
for Play on the 


Nintenao ana nintendo Entertainment Systems 
are registered trademarks of Nintendo of America Inc. 


KOEI Games are available in retail outlets nationwide! Your local retailer is the 
quickest and most convenient way to find the KOEI products you want. If you 


can't find the KOEI product you are looking for, call us at (415) 348-0500 (9am 
to 5pm PST) to charge on Visa/MC. Continental U.S. shipping only. 


— ——Ss we Supply The Past, You Make The History 
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KOEI CORPORATION One Bay Plaza, Suite 540 1350 Bayshore Hwy. Burlingame, CA 94010 (415) 348-0500 
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unlike those, there are no puzzles 
on each maze, nor interlocking 
puzzles solved by exploring 
and finding needed items on 
various mazes. Instead, it’s 
all just a frantic race to drop 
off bombs and reach the exits. 


M.U.S.H.A., is actually quite good. 

In M.U.S.H.A. you play a battle pilot 
who, regardless of his orders to return 
to base, has taken it upon himself to rid 
his planet of alien invaders. At the beginning 
of the game, the scene is set with a rather 
lengthy, semi-animated story sequence, 


| think the game would have ee Biechine Gun : in which our hero flies with his buddies 
been measurably richer and —& | PROTO ARHY on an ill-fated mission. The other fighters 
‘ : os = Punch and Kick 


more interesting if you had 
something more to do than 
creep around and shoot ev- 
erything. 

Lest | cast too gloomy a light 
on this cartridge, let me point 
out a few refreshing features. For 
once, here’s an action game with 
no “bosses” and no overwhelmingly | 
difficult characters at the end of 
each level. Also, the music is varied 
and plentiful, at times haunting and 
at times stirring. 

Overall, although | enjoyed Crack 
Down, it was too little and over too 
soon. Not enough missions and not 
enough variety. But given its great 
music, easy play mechanic and par- 


all turn back, but you, as Terri, get to take 
over the controls and finish the mission. 

As far as game play goes, M.U.S.H.A. 
has little new to offer the shooter genre. 
As you fly through each vertically scrolling 
level, you scoop up different types of 
weapon and power-up icons, while blasting 
enemy invaders and avoiding their gunfire. 

Four types of weapons are available. 
You always have your forward guns. The 
fire power of the guns can be increased 
by scooping up power capsules that are 
released when you shoot the power-up 
icon. You can add double- and triple-fire, 
as well as gun pods that can be maneuvered 
into different positions. 

Other weapons include an electronic- 
beam generator that can shoot the full 


@REPLICANT ARMY 
Gun 


ticularly enjoyable two-player mode, length of the screen, a rotating shield 
it might be a good choice for those looking that destroys everything it touches and 
for an easy, quick-playing combat game. rapid-fire missiles. Your forward guns 
It might also provide an alternative to are fired with Button C, while Button B 
the run-jump-and-kick and slide-and- controls the other weapons, giving you 
shoot games that seem to predominate two weapon systems at once with which 
today’s game market. to fight. 

—J.M. What sets M.U.S.H.A. far above most 
Sage’s Creation of its competition is the excellent graphics. 
12062 Valley View Every level of the game features splendid 
Garden Grove, CA 92645 artwork and animation. In Level 3, for 
(714) 893-0309 example, you begin by fighting a mini- 


boss over the floor of the enemy base. 
When the mini-boss is defeated, the floor 
tiles fall away, leaving you looking down 


M.U.S.H.A. into a deep abyss. Believe me, this viewpoint, 
SEISMIC combined with the simulated 3-D animation, 


For the Sega Genesis (NA) Fe - ; dj Ft 
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OVERALL 


Anyone who has been following my 
reviews for the last few months : 
knows I’m darn sick and tired 
of shoot-’em-ups. It seems to 
me the market for these blast- 
fests must have been saturated 
long ago. So imagine my chagrin 
when upon looking at my review 
assignments for this month, 
| discovered both were shooters. 
Surely, someone wants me to 
end up in a rubber room! Nev- 
ertheless, after much cursing 
and whining, | set to work. Sur- 
prise! One of the two games, 
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¢ Single player action 

¢ Fantastic graphics & music 
e 6 special weapons 

e 5 “Power up” items 

© 10 Cinema displays 

e 20 Different stages 

® Continue option 


THE-DARK SWORD 


oF 


¢ 1 or 2 players 

¢ Superior graphics 

© Animated announcer 

e Outside-the-ring action 

e 34 different killer moves 

¢ Power meters 

® Training mode for 1 player 


¢ Single player action 

e Superior graphics & music 
e 6 special weapons 

e 4 “Power up” items 

e 9 Cinema displays 

e 20 Different stages 

® Continue option 


¢ 1 or 2 players 

¢ Superior graphics 

© Coaching mode 

¢ Password for continued action 
e 12 teams 

© Super action cinema screens 


¢ 1 or 2 players 

e Superior graphics 

¢ Password for continued action 

e Instant close-ups 

r “ e Over 20 different cinema displays 
t a =<: e 24 Different teams 
e Choose from 18 different pitches 


means acrophobes better stay away! Most 
of the scenes are played from this dizzying 
viewpoint. 

M.U.S.H.A. is a difficult game, one 
that requires quick reflexes and a nimble 
trigger finger. To tailor the game to your 
skill level, an options screen lets you 
choose one of three difficulty settings: 
easy, normal and hard. Even on the easy 
setting, you'll be treated to sizzling action. 
Also available on the options screen are 
music- and sound-test modes. 

If you're still in the market for shooters, 
M.U.S.H.A. is one you'll want on your 
game shelf. Even though it doesn’t play 
much differently than its competitors, 
its extraordinary graphics and animations 
make it a delight. 

—Clayton Walnum 
Seismic Software Inc. 
3375 Scott Blvd., Suite 100 
Santa Clara, CA 95054 
(408) 727-3682 


Aero Blasters 


NEC 
For the TurboGrafx-16 ($61.99) 


So you think you’re a hot 
shot, huh? A fast-fingered, 
bonzo, button-pushing, speed- 
shooting demon? Think they } 
haven’t yet made a shoot- 
"em-up that can take you 
down? Well, prepare to have 
your ego neutered, because 
Aero Blasters is the most 
outrageously tough blaster 
ever. If you can get to the 
end of this puppy, you’ve 
earned your wings! 

The scenario: It’sthe year J 
2030 AD, and a gang of mea- 
nies called the Mega Load Masters have 
mounted an all-out invasion on Earth. 
They’ve already wiped out all the armies. 
Now they’re planning to destroy all life 
forms and leave Earth a barren planet. 
Luckily, adude name Takeda (who has 
avoided discovery by hiding out on an 
island) has invented two ships that just 
might be capable of knocking out the 
all-powerful enemy. It’s up to you to fly 
one of those ships, either Blaster 1 or 
Blaster 2, wipe out the invaders and bring 
peace back to Earth. 

In your quest for peace, you must blast 
through six stages of alien-infested 
countryside. Take your battle to the city 
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streets, Mecha Cave, stratosphere, orbit, 
the Fortified Planet and the final battle. 
Each stage features many types of invaders 
and ends with a battle to the death with 
a level boss. Only the ultra-talented will 
ever meet the boss of bosses, the Mecha 
Load Master. : 
Occasionally, as you fight, a weapon- 
transport pod will appear on the screen, 
giving you achance to pick up as many 
power-ups as you can grab. The power- 
ups and weapons include rear guns, side 
swipers (rotating and shooting devices 
that attach to your ship), heli-pods 
(which attach to the rear of your ship 
and blast enemies from behind), six- 


“tj way shooters, missiles and more. One 


4 special weapon, the Super Blaster Flash, 
can damage everything on the screen. 
] It must be charged, however, which 
takes precious time. 

When it comes to graphics, Aero 
Blasters is super. The simulated 3-D 
backgrounds are colorful and detailed. 
The enemies are some of the neatest 
this reviewer has seen in a video game, 
many of them as impressive-looking 
as boss enemies in other games. No 
tiny colored blobs here. 

In spite of the awesome graphics, 
| Aero Blasters lacks long-term playability. 
Expert pilots may find this blaster reasonably 
i challenging, but average and novice 
players will be quickly overwhelmed 
by the game’s difficulty. There are times 
when the screen is filled from edge 
to edge with enemies and other obstacles, 
making suicide the only way to get past. 

Whether it’s because of its difficulty 
or just because the game offers little new 
to the shooter genre, Aero Blasters gets 
boring quickly. If you’ve tackled every 
other shooter out there and are looking 
for something that'll make you sweat, 
you might want to take a look at Aero 
Blasters. But if you just want a good 
shooter, you can do better. 

—C. W. 
NEC Home Electronics, Inc. 
1255 Michael Drive 
Wood Dale, IL 60191-1094 
(708) 860-9500 


Swerd of Sedan 


ELECTRONIC ARTS 
For the Sega Genesis ($49.95) 


Sword of Sodan is a bloody hack-and- 
slice-’em up that plays and looks like 
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Ages slaughterfest for the 
Genesis boosts an impressive 
seven levels. The game manual 
features a lengthy background 
narrative that is more suitable 
for the instructions of a complex 
role-playing title. Skip the pre- 
tentious storytelling and read 
it later if you wish. 

You play the role of either 
the male warrior Brodan or f{ 
the equally powerful heroine 
Shardan. Brodan and Shardan 
can perform physical moves from crouching 
and jumping to standard walking. The 
direction they face may be reversed when 
necessary, but their advancement has faa 
to continue to the right. Armed only with [ 
the Sword of Sodan, your warrior does 
away with enemies by swiping, jabbing 
and slashing down on them. 

A tapestry along the top left of the screen § 
indicates your player’s health. It shortens 
as Shardan or Brodan sustain attacks. 
The enemies themselves have their own 
health levels, but they’re considerably 
shorter. The length of your health 
tapestry can be maintained by drinking 
vials of hydrolum potion, which some 
of the enemies drop when slain. 

There are other potions to be 
gathered: Vitalium increases the 
damage done by your sword; solarium 
destroys one nearby enemy; and 
etherium has no effect when used 
by itself—it must be mixed with other 
potions. Forexample, combining # 
vitalium and etherium will give you 
an extra life. A hydrolum and etherium 
combination results in a temporary shield 
for your character. Potions like vitalium é 
and solarium can be put together as eee 
well, turning your weapon into a flaming |f 
sword. But, like dabbling with chemistry | 
in real life, some combinations can 
have disastrous results if you don’t know 
what you’re doing. 

On the first level, you duel with soldiers 
armed with lances. Next, you must cross = 
a heavily guarded bridge, avoiding and 
leaping over spikes that shoot up from 
the walkway. Should you survive these 
first two ordeals, you'll enter the city 
streets. Midget guards donning battle 
armor will greet you—by trying to hack System ($49.99) 
youto death with their axes. After this, sounp/music 12345 6—Je 940) 
your character will need to cross a graveyard —— fi 
in order to enter the Castle Cragganmore. Tage 
Zombies rise from their graves, walk toward PLAYABILITY 42 3 BG «Be 9 10 


on their own blood accompanies every 
successful decapitation, and there’s a 
substantial amount of the red stuff too. 
In the underground passage, you slice 
away at flying demons out to drain your 
life. From here your player has to live 
through a grueling obstacle course that 
features spikes, falling columns, fireballs 
and pools of molten lava. 

Finally, in the castle’s tower you face 
off with some ugly guy called Zoras. He 
initially appears in the form of a gray, 
bloblike monster that pauses 
to give birth to flying demons. 
If you attack him enough times 
and live, he'll transform into 
his true form—a red-robed 
wizard. As you swing away, 
his life decreases the faster 
you hear his heart beat. 

The violence in Sword 
of Sodan is, obviously, quite 
graphic. Besides the giants’ 
demise, all human enemies 
fall down in bloodied heaps, 
including Shardan and Brodan. 
Speaking of which, the char- 
acters squeal in pain with digitized voices 
when hurt and scream when killed. 

There’s not much music here, other 
than during the title screen. This game 
doesn’t enamor itself with an overwrought 
and over-played soundtrack, a rarity these 
days. Instead, the sound effects, like the 
eerie chirping of birds in the background 
and the weapons slashing the air, prove 
more effective and beneficial. 

Sword of Sodanis crass, crude and 
rude and will likely offend some. Yet it’s 
difficult not to find pleasure amidst all 
its mayhem. Hacking and slashing hasn't 
ever looked—or sounded—so good. 

—H.H. W. 


} Electronic Arts 

} 1820 Gateway Drive 
San Mateo, CA 94404 

(415) 571-7171 


TAXAN 
For the Nintendo Entertainment 


your player and spit at him or her. Moon- Byer PPR is 7 ene 
walker this isn’t. 

Once inside the castle, giants attack “Yo, Joe!” is a familiar yell to those 
with maces. Defeating these guysisa that observe Saturday morning television 
two-step process: They have to be brought with any regularity or have younger 
down to their knees by slicing at their siblings that run about screaming with 
groin, then their heads must be quickly toy weapons. Taxan’s G./. Joe cart is based 
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Dodge and slash with full screen combat. 


THE IMMORTAL. DEAD SERIOUS ABOUT LIVING ACTION. 


; oe 
ee ig ——— Visit your retailer or order by phone with 
VISA/MC. Call 1-800-245-4525 ANYTIME in 
—_—S_ ; the USA or Canada. Also available on Amiga, 
ewer . ELECTRONIC ARTS* Atari ST, and Apple IGS formats. 


Nintendo and Nintendo Entertainment System are registered trademarks of Nintendo of America, Inc. The Immortal is a trademark of Electronic Arts. 


upon the cartoon series that has been 
running for some time now. For those 
that haven’t been keeping up with Joe 
through the years, there is nowa G./. 
Joe combat team made up of five uniquely 
skilled soldiers. 

Opposing the G./. Joe team is the evil 
Cobra organization, a group that has been 
oppressing peaceful people around the 
globe for several years. The team’s mission 
is, predictably enough, to wipe out Cobra 
and restore peace. The mission is divided 
up into six levels, each made up of three 
zones, plus the ever-present 
boss character. 

The levels start out simply 
enough, often with a simple 
horizontally scrolling scenario 
sliding by as you jump a few 
pits and dispatch the oc- 
casional Cobra soldier. Things 
quickly become more chal- 
lenging, however. Levels 
begin to take the form of 
grids, ranging from 2 x 4 screens in size, 
up to a much larger and more complex 
7 x 8 network of passageways. Hidden 
rooms, destructible walls and plenty of 
enemy resistance keep the action moving. 
Exploration, thought and strategy are 
all essential to succeed in these areas. 
The boss soldiers become increasingly 
difficult as well, and the manner in which 
they must be dealt with varies considerably. 

Though there are five 
members of the G./. Joe 
team, only three of them 
may participate at atime 
in a scene. At the beginning 
of the level, one member 
is automatically assigned 
as the leader. You may then 
choose two others to par- 
ticipate, depending upon 
what characteristics you 
feel are more important in 
that round. Each character Bs 
has different abilities—some 
jump better than others, 
some have more powerful 
weapon and punching power, as well as 
better stamina. These characteristics 
remain constant throughout; the only 
thing that may be modified regarding 
attack strength is your weapon power. 
If one character’s energy is running low 
or you just need better weapon/jumping 
power that another of your three team 
members possesses, simply hit START 
and select the team member best suited 
for the job at hand. If a character does 
die, you are presented with a choice of 
which surviving member to take control 
of, and that area is started anew. 

There are five items that will enhance 
your character’s chances to succeed as 
they travel from area to area. Ammo icons 
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will add from five to 30 shots to your 
supply (which is shared by all members); 
K rations will restore life to the character 
that grabs them; pistols will add to a 
character’s weapon strength (four pistols 
are needed to go up one level); an occasional 
bulletproof vest will grant invulnerability 
for about five seconds; and a “Chevron” 
item will increase the size of a character's 
life bar, thereby adding to that person’s 
damage capacity. These items are often 


= hidden behind objects or in secret areas 


in the grids. 

Other features include three types 
of Cobra vehicles that may be used to 
make travel around the grids easier and 
the options of a character fighting either 
hand-to-hand, with a weapon or with 
grenades. Each of these styles of attack 
are very useful, and although it may seem 
silly that hand to hand combat would 
be more effective than a Gatling gun 
against a helicopter—well, some of these 
G.|.’s must have big knuckles! 
1 A password feature is also 
included—a password is pro- 
vided at the end of each 
area—so that you may continue 
i from the beginning of each 
new level in the future. A con- 
tinue option is also available 
whenever your players kick 
off, which starts you at the 
beginning of the area you 
were just in. If you were fighting 
the boss, you must repeat 
the prior area, however! 

G.I. Joe:A Real American Hero is a good 
action game, with enough challenge and 
thought required to keep the Joe team 
on its toes. The backgrounds are colorful,and 
animation is fairly smooth—some occasional 
flickering, but nothing excessive. Musical 
themes and sound effects are fine, and 
the game plays well. Don’t expect straight 
blasting or shooter action, as there is 
a bit more to this game than button thrashing. 

—B.W. 
Taxan USA 
161 Nortech Parkway 
San Jose, CA 95134 
(408) 946-3400 


TechnoCop 


RAZOR SOFT 
For the Sega Genesis ($59.95) 


Most Genesis titles, particularly the 
exceptional ones that stand out, are either 
sports titles or scrolling shoot-’em-ups. 
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CHALLENGE 


ONLY THE 
STRONGEST SURVIVE... 


HEAD-TO-HEAD SINGLES AND TAG TEAM ACTION. 
| MAYHEM BOTH IN AND OUTSIDE THE RING. 
|) x THE 3-ON-3 SURVIVOR SERIES® 


: * THE ATOMIC DROP, THE WARRIOR WALLOP, 
THE HULKSTER SPLASH, AND MORE. 


Double-teaming may 
lead to victory — or 
disqualification. 


Choose from 8 WWF 
Superstars™ or enter 
the ring as “yourself”. 


MEG 


at 


IT’S SURVIVAL OF THE FITTEST ON YOUR NES®! 


Unleash a Flying 
Atomic Drop — 
outside the ring. 
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Razor Soft’s Tech- 
noCop helps 
break out of this 
mold with a 
lengthy spy ad- 
venture that com- 
bines a driving 
simulation with 
a multilevel 
scrolling shooter. 
This makes for 
a more involving 
and varied game 
experience, but 
TechnoCop un- 
fortunately lacks 
some of the 16-bit elements of 
look and feel that Genesis owners 
have come to expect. 

It’s the 21st century, and society 
as we know it is on the verge 
of collapse. An alliance of mutants 
called the D.O.A. have established 
their own version of law and 
order. There are 11 D.O.A. king- 
pins on the “most wanted” list; 
your job is to search the crumbling 
tenements of the City and bring 
these “perps” to justice. 

To that end, you've been equipped with 
a VMAX Interceptor vehicle. The VMAX 
gets more and more elaborately outfitted 
as you successfully complete missions. 
Your eventual vehicular armaments 
will include an on-board gun, a turbocharger, 
wheel rams, a side-mounted cannon, a 
nuclear-weapon launcher and more. An 
on-board computer displays a digitized 
photo of the suspect, his location, how 
soon you'll need to arrive at the destination 
and any special instructions. Take careful 
note of the instructions. They affect how 
you should capture a suspect. 

As you drive down a nondescript 
highway, you dodge motorcycles, cars 
and trucks. The highway takes some nicely 
animated dips and turns, but is liberally 
decorated with completely misleading 
directional signs. Ignore them completely. 
You’re obviously supposed to shoot at 
some of the vehicles, but there’s no way 
to tell which are civilians and which are 
cannon fodder. The car also has a damage 
gauge; accumulate enough damage (which 
is easy to do) and the car breaks down 
for good—game over. It’s a mediocre driving 
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simulator, not at all in the same league 
as Super Monaco GP or Super Hang-On. 

The on-foot mission segments are 
similarly mediocre. You have a very short 
amount of time in which to blast and jump 
your way through hordes of D.O.A. villains 
in search of the criminal you're after. 
You have two guns, a .95 Automag for 
maximum explosion and a net gun. Your 
wrist monitor also shows your health 
readout. If you're killed, that’s it—game 
over again—and no continues are given. 
There are stolen objects worth points 
scattered around in the multilevel buildings 
(you'll need to use elevators and map 
some of the more complicated buildings 
further on), but retrieving them takes 
up valuable time. Time is always ata 
premium. You'll have to devote lots of 
games to looking around in buildings, 
knowing you'll never catch the thief in 
time, but figuring out the layout for the 
next game. 

The manual listed several nice features 
that were nowhere to be found in the game. 
The graphics are decidedly not up to Genesis 
standards, looking like average NES graphics 
with somewhat larger characters. There 
are a couple of nice moments of animation, 
mostly involving the car, but most animation 
is flat and jerky. There’s no demo. There 
are no options for number of players, 
number of lives, difficulty or sound tests 
(and hence, no option menu!). The sounds 
are one of the better aspects of the game; 
digitized voices and realistic sound effects 
are actually very good. 

Lovers of spy games like Mission: 
Impossible might enjoy TechnoCop, but 
chances are most Genesis players will 
be disappointed. It’s a tried-and-true 
game idea and fills a void in the Genesis 
lineup, but the execution is less than 
top quality. 

—J.M. 
Razor Soft 
7416 N. Broadway, Suite A 
Oklahoma City, OK 73116 
(405) 843-3505 


The Adventures 
of Rad Gravity 


ACTIVISION 
For the Nintendo Entertainment 
System ($39.95 ) 


We've all heard of Pac-Man, Mario and 
Luigi, but how many of us remember 
Krooz‘r, Bounty Bob or Evil Otto? These 
video-game stars have all but faded into 
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Not Just Kid Stuff 


Do youdare 
open the deors 
_ todoom? 


The warp zone experiments of the brilliant Dr. Chaos have gone horribly wrong. They've 
unleashed armies of bloodthirsty creatures, trapping him in his remote research facility. 
Now only his brother Michael can rescue him. 

To succeed, Michael must brave a haunted house filled with vicious monsters. Can he 
fight his way through dangerous passageways? Track down the concealed weapons? Find 
the secret vials of strength? And assemble the only weapon powerful enough to defeat 
the ultimate beast, Canbarian? 


Thriller graphics 


@ Three different screen patterns FREE at 

@ Graphic score pad tracks life force, weapons found, weapons in use alae 

@ Memory capacity saves your score and restarts the game at any point Weve AMES" 
wy 2FOe 


* Send the UPC Bar Codes from any two FCI games with your size, name, address, Zip code, and $2 postage 
and handling in an envelope to this address: FCI T-SHIRT OFFER, PO Box 669508, Charlotte, NC 28266. Adult 
sizes only: S, M, L, XL. Allow 4-6 weeks for delivery. Offer good through Dec. 31, 1990, or while supplies last. 


CIRCLE #123 ON READER SERVICE CARD. 


the mists of time, despite the fact that (=== = | nnnE 


each one appeared in more than one game! 
It’s tough to come up with a durable, rec- 
ognizable character that can stand out 
from the crowd of ninjas and medieval 
adventurers that have dominated the 
video-game industry’s second wave. 
Licensed characters like Batman, Bart 
Simpson and those ubiquitous Turtles 
make it even tougher for the Alex Kidds 
and Bonks to survive. 

Activision’s answer to this dilemma 
is a laser-totin’, space-truckin’ hero called 
Rad Gravity. Remember that name—he’s 
going to be around for a long time. With 
his big “George of the Jungle” cleft chin 
and perfectly coiffed hairdo, he’s got 
what it takes to keep your eyes glued 
to the screen. (If VG&CE had a rating 
for charisma, I’d have to give Rad a 10.) 
Rad smiles constantly as he wanders 
around the galaxy, stopping on different imireduces a new 
worlds in his attempts to reconstruct cherismatic video-game 
the Compumind network that had linked here who will keep your 
the United Planets together. Fortunately, eyes glued to the screen. 
he’s not alone: Kakos, the last of the 
Compuminds, is installed on Rad's ship, 
where it keeps track of the data retrieved 
by Rad and points the way to Agathos, 
the living brain that had shut down the 
network in a fit of madness. 


KEEP YOUR CASH! Pov TRF 


RENT= SELL 


TRADE-IN YOUR UNWANTED VIDEO GAMES OR 
SYSTEMS & SAVE $5 - $100.00 FOR EACH ONE WE NEED! 


= 


Video Games and Systems 
Mega Drive = Nintendo = Genesis = Sega Game Boy = Turbo Graphics = 
Neo Geo = Lynx Japanese Games & Systems 

Radio Controlled Vehicles 

Associated Electrics MRC = Futaba = MRP = Traxxas 

Skateboards Clothing Sneakers 
Airwalk = Powell = SMA = H-Street = Blind = Indy = Santa Cruz = 
Slot Cars = Splatball Eq. = Kites = Frisbees = Models 35mm Cameras & Film 


HO/RC HOBBIES 


VIDEO GAME TRADE-IN CENTER 
982 Monroe Ave. 
Rochester, N.Y. 14620 = (716) 244-4643 


SAVE $1.00 OFF 


any purchase 


with the Ad Min. $25.00 = 1 per customer 
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Each of the 
planets visited 
by our hero is 
different from 
the last, from 
the killer robots 
that populate 
the steel corri- 
dors of Cyberia 
to Turvia, where 
gravity has gone haywire, everything 
is upside-down (including Rad) and sharks 
fly through the air! There’s also a dense 
asteroid field that Rad must navigate 
in his space suit, with nothing but a laser 
gun to direct his momentum as he drifts 
through weightless limbo. All of these 
scenarios are tied together by intermissions 
that show Rad inside his ship, strutting 
back and forth between his “captain’s 
chair” and the computer that steers his 
vessel through hyperspace. 

| could rattle on for hours about the 
little “extras” that make this game special. 
For example, if you let Rad stand still 
for too long, he starts whistling and 
twiddling his thumbs, waiting for you 
to pick up the control pad again! A hilarious 
sequence on the planet Effluvia features 
a pair of long-haired garbage-pickers 
who steal Kakos right out of Rad’s ship. 
They carry the hapless Compumind between 
them as Rad chases close behind, yelling, 
“Hey, come back here with my computer!” 
There’s also a surprise ending, witha 
final battle against an unexpected “boss.” 
The game’s instruction manual is the 
icing on the cake: It’s an entertaining 
comic book that gives an overview of 
the plot and further enhances Rad’s magnetic 
personality. 

The biggest problem with “Rad Gravity” 
is the background scenery that scrolls 
by as Rad scoots around and zaps bad 
guys. It looks good, but it’s very hard 
to tell which parts of the screen are obstacles. 
Some areas feature flat platforms that 
Rad falls right through, while others have 
solid surfaces that can’t be identified 
as such until you try to stand on them. 
The music is fun, though it tends to repeat 
itself too often. But the song that plays 
behind the title screen is wonderful, a 
zany electronic ditty that uses a slightly 
off-key melody to perfectly capture the 
game’s wacky atmosphere. 

Despite a few minor weaknesses, The 
Adventures of Rad Gravity is completely 
refreshing. If this game isn’t successful, 
I'll eat my hat...but if it does well, I'll 
be looking forward to The Further Adventures 
of Rad Gravity. 


—C.B. 
Activision 
3885 Bohannon Drive 
Menlo Park, CA 94025 
(415) 329-0800 
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Tips are graded on a scale 
of one to five joysticks. The 
more joysticks that are col- 
ored in, the more valuable the 
hint. 


Blow the dust off those old 
games, and try out some of 
our new hints! If you have 
some great hints and tips for 
us, just put them on a piece of 
paper, and send them to 
VG&CE, 9171 Wilshire Blivd., 
Suite 300, Beverly Hills, CA 
90210, ATTN: Easter Egg 
Hunt. The author of each new 
tip we use will receive $10. 
Write neatly and be sure to in- 
clude your name and address! 
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SRAVOMAN 


siete FOR THE ee 


Play sade until you aah exactly 
10,000 points, then kill your game off. Don’t 
continue—instead, wait for the title screen to 
appear. Then input the following command: 
U, R, D, L, Il, SELECT, il, SELECT. The continue 
indicator should be infinite now. 


Ci td 


If you press RUN as you die, you can 


/ continue at the exact spot you left off. 


yy x as 
eee 
When you reach the end Fe a stage, you 
can jump past Lottery Man and continue to the 
next stage with = see — intact. 


ee oe a ee 


During the title screen, press SELECT and II 
repeatedly until a special training mode 
appears. This takes special timing: not too 
fast, not too slow. 


Ee Ee SS 


During play, press START to pause, a press Ut ten times, B once, D twice and final- 
ly, press B once. This sequence will give you all the weapons. Press A for the claw, and 
then START to unpause the game. You can repeat this as many times as you wish. 


Here’s a key to the 
abbreviations: 


Up 

Down 

Left 

Right 

“A” button 
“B” button 
“C” button 


(CAPCOM FOR THE NES) 
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Enter this code to go directly to 
Dr. Wily’s castle. This code 
should be entered using the bive 
ball: Al, A3, B2, B5, D3, F4. 


QOurwmroc 


To start with nine energy 


tanks, also place a red ball in Aé. 


STAGE 
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USA: All's well at the dojo... CHINA: It’s a worldwide 
until Marion is kidnapped. thriller as you search 
for Marion and the 
tf Sacred Stones. 


ITALY: Only your all-new 


JAPAN: Something 
mysterious is happening in martial arts moves can 
he Land of the Rising Sun. conquer the gladiators 
VG z ene 
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NEW CHARACTERS: > Vo pe ‘ 7 j | i c fe EGYPT: Finally, you’ 
Once defeated, your j— = ey : | ee ‘ /) ca) front the Curse o 
bitter enemies join -* the Pharoahs. 
your quest.. 


entert 


Masters of the Game” 


tion. Acclaim™ and Masters of the Game”are trademarks of Acclaim Entertainment, Inc. Nintendo,*Nintendo 


©1990 Technos Japan Corp. Double Dragon II!-The Sacred Stones™ is a trademark of Technos Japangiayp} 
rtainment, Inc. All rights reserved 


Entertainment System® and the official seals are trademarks of Nintendo of America Inc ©1990 Ac 
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THIS TINY GAME HAS 
1,253 ENEMY SOLDI 
392 TIME DELAY BOMBS, 

140 LASER CANNONS, 

28 SINKHOLES, AND 
ONE KICKBUTT 
ATTITUDE. 


BUT IT STILL HAS ROOM FOR YOU. 


Give or take a few enemies, time Once inside, you'll have a limited 
delay bombs, laser cannons, and sinkholes, amount of time to set off time delay bombs at 
but who's eck Because you'll need all key locations inside the compound and get 
your skills, good judgement, and quick past the patrolling guards. 


reflexes to crack this game. 
In Crack Down, you 
must accept a top-secret 
mission to re-take control of 
a heavily guarded facility 
where avtificial life systems 
are created. The only 
roblem is that their evil 
eader wants to use them to game that has an attitude, 
take over the world. And the Say eae make-a reservation to play 
don't appreciate well-armed, aj SSS S 7 Crack Down. We have just 
visitors, spoiling their plans. ae Asia enough room to fit you in. 
12062 Valley View, Suite 250/ Garden Grove, CA 92645/ (714) 893-0309 


©1990 SEGA ® Distributed by SAGE'S CREATION, Inc. # Licensed by Sega Enterprises Ltd. for play on the Sega Genesis System * Sega and Genesis are trademarks of Sega Enterprises Lid. 
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If you need help, use 
the two-player split-screen 
mode. This special option 
allows you and a friend to 
blast away with your 
weapons as two separate 
teams within the facility. 

So if you want a 
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SEGA FOR THE MASTER SYSTEM) 


Garret Ulmer of Oxnard, California, has found a A nee te aL 

great Easter egg, a hidden warp zone in Psycho Fox. He Jesse Shonda of Siseldon: Cahiomia gave 
says you must first get to World 1-3, then get to the us this Easter egg for Dick Tracy, which pro- 
jumping platforms at the end of the stage. Now jump up vides all the combinations for all the cases. 

to the top. At the top there should be three jumping plat- Case 2: 207-119-060 

forms in a triangular shape. Jump off the lower right plat- Case 3: 164-003-201 

form and punch the air. The air will begin to crack. Hit Case 4: 036-224-136 

the same spot two to three more times, and a black hole Case 5: 007-215-047 


will appear. By jumping into the black hole, you'll be 
able to enter a warp 
zone. After sliding 
down the steel slide, 
you'll come across 
two pipes: The first 
one will take you to 
World 5-1, and the | 
second will take you 
to Level 4-1. Thanks, 


(CSG IMAGESOFT FoR THE NES) 


a dh, a BB 

To get unlimited lives, dur- 
ing play, press SELECT to 
bring up the select screen, and 
then input this code: B, START, 
START, B, B, START, START, B, B, START, START, START, B, START, B, B, B, 
START, START, START, B, START, B, START, START, B, START, START, B, B, 
START, B, START. If you input the code correctly, the screen will flash. 
Thanks again go to Jesse Shanda. 


Castlevania Il: jg 
Dracula’s Curse 


(KONAMI FOR THE NES) 
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Brian Brakus, using CompuServe, sent in this egg. 
Type in HELP ME to start with ten men. Thanks for the 
great find, Brian. 
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PREPARE YOURSELF 


FOR THE INVASION... 


2 HOT NEW GAMES ON THE WAY FROM NTVIC 


olated Warrior is a high-speed, uniquely 

eveloped game based on a 3-D concept that 

2atures over 40 types of enemy creatures, : 

2alistic graphics and explosive sound effects! : ane sinc | 

ecome Max Maverick, alone warrior, who must iss ages < > ene 
efeat the awesome creatures that attack his : : 
ighly civilized planet! 
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Official 


Seal of Quality 


NTVIC™ 


1:(212)489-8412 


i & ©1990 VAP INC. “Nintendo* and Nintendo Entertainment 
stems are trademarks of Nintendo of America Inc” 


Printed in Japan 


that's equipped with a sic 
mounted cannon. 

But it’s really ee 
realism that is found to be a son 
what startling—perhaps refreshing 
change of pace from most action gan 
currently on the shelves. While come 

ing systems (like t 
Nintendo Entertainm 

( » System) also run a bevy 
tch as the boy pulled 9 ad A oi . ' action games, the char 
trigger on his joystick, er: % ters that you “destroy” j 
w away a menacing disappear, like the alie 
g and chuckled at the bloody hand left did in the early 1960's scifi series The Invad 
ching on the screen. Apparently, as the graphics (if anybody remembers that litle chestnut!). V\ 
video games become more sophisticated these ad TechnoCop, you get carnage. It's this added reali 


s | walked past the 

Razor Soft booth at a 
ent show, | witnessed a 
ne that gave me pause: There stood a 
l-groomed young lad, age 14 or 15, 
npletely enraptured with a Sega 
nesis machine running 
justreleased Techno- 


ys, so does the realism. that’s bound to net Razor Soft plenty of att 
‘Our technology is the state of the art in As; tion and popularity among both younx 
bit graphics," says Kyle Shelley, the 33- Ser : : and older game players. 

sold president of Razor Soft, a newly ORES OMISS 


ned Genesis licensee that's just bringing Quality, violence 


first products to market. “The advantage a 

the Genesis system is the realism that's In Che ase'sy, Sens 
ught : the ae With ae Mere Vi d @ 5 ote nae sbsipey tal Ae 4 
can be as graphic as we like, and you people who spend the most money 
1 see the results with TechnoCop." Gemnas © 5et; games are boys ages 10-16," explains | 
TechnoCop's game play is basically Dirty More Wirt, NEC’s assistant vice-president of he 
ry meets Mad Max. As a member of The As aed entertainment. “These boys are interestec 
lorcers, a select group of police heroes, Realistic controlling their environment, and th 
u must purge society of a vicious gang of > rarely something au ate in pase 
odlums. You run through 11 levels of For NEC's TurboGrafx16 system, the 
me play armed with a .95-magnum pistol a number of softcore action adventut 
d a VMAX twinturbo interceptor patrol car BY STACEY ROTHENSTEIN including Bonk’s Adventure. Bonk is a pre 
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defeat an 
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mutants in 
Razor Soft’s 
TechnoCep. 


Become AVideo Game SuperStar 
ses With These High Power Games Books 


TOWER BOOKS 
Concord CA 
415-827-2920 
DATA DISC 
Los Angeics CA 
213-322-350 
DOW ELECTRONICS 
Pasadena CA 
818-793-1195 
COMPUTER LITERACY 
BOOKSHOP 
SanJose CA 
408-435-1118 
CHA RLESBANK BOOKSOP 
AT THE B.U. BOOKSTORE MALL 
Boston MA 
617-236-7446 
BROOKLINE BOOKSMITH 
Brookline MA 
617-566-7539 
PAPERBACK BOOKSMITH 
Cambridge MA 
617-864-2321 
BARILLARI BOOKS 
Cambridge MA 
617-864-2400 
DANVERS PAPERBACK 
BOOKSMITH 
Danvers MA 
508-777-1964 
BAKER BOOKS 
New Bedford MA 


S08-992-3749 
WOBURN PAPERBACK 
BOOKSMITH 
Woburn MA 
617-935-6405 
PURCHASE RADIO SUPPLY 
Ann Arbor MI 
Outwit villains, slay dragons, and ee 
rescue maidens while you power FULTON RADIO SUEPLY 
: Lansing MI 
your way into yourown video game 517-394-5020 
E K 40 ELECTRONICS 
hall-of fame. It's easy with Warren MI 
? ; Z 343-939-3700 
Hayden's complete line of game THE ELECTRONIC CONNECTION 
. - Westland MI 
books. Game-winning tips and eee aes 
ind- re j PAPERBACK BOOKSMITH 
behind-the-scenes strategies help ESCE Re ROSN 
you join the upper ranks of oe 
Nintendo, Game Boy, and Sega NOR VAC ELECTRONICS 
Beg OR 
Genesis warriors. Getinto the game sci 606 2000 
with Hayden game books! Santee 
503-345-2904 
Mastering Nintendo Video Games II Winner's Guide to Nintendo Game Boy Se ee 
0-672-48491-9 — $9.95USA 0-672-48490-0° $9.95 USA 503-585-9810 
Beyond the Nintendo Masters Winner’s Guide to Sega Genesis oe BOOKERY 
0-672-48483-8 $9.95USA 0-672-48489-7 $9.95 USA see gsmeone 
; ; VideoGames & Computer Entertainment TAYLORS, INC. 
Tricks of the Nintendo Masters : : ; Dallas TX 
0-672:48482-%. _ §9.95USA Complete Guide to Nintendo Video Games Eaten 


0-672-48496-X $9.50 USA ORIGINAL MAGAZINE 


AND BOOKSTORE 
Dallas TX 


HAYDEN 214-739-2919 


SOUTHWEST BOOK CO, 


BOOKS Stafford TX 


Fi3-458-2603 
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in Bonk’s 
Adventure, by 
NEC, the main 
character literally 
uses his head to 
defeat the gang of 
bad guys. 


ic “cave dude,” whose only weapon during the game is 
head—so he head-butts characters for points. The game 
y is similar to Super Mario Bros.—some complaints have 
en voiced to that effect—and although challenging, this 
é may not quench the older player's thirst for “radical 
tion.” 

Consequently, for the hard-core action fan, NEC also has 
latterhouse, a Friday the 13th takeoff where the player is 
st as a hockey-masked character out to save his girlfriend 
m assorted nasties. This one has seven levels of game 
ty that walk you through a funhouse of horrorfilm stand- 
_ from monsters to zombies. The game also has remark 
ly superior graphics, which further lend to its gory feel. 
Violentaction games 
e by no means a = 
nopoly of the new sys 

ms. Nintendo, which 

ntinues to dominate the 


1eo-game marketplace, 
ys that approximately 
\% of its games are vio- 
nt: The player either 


dots, punches, kicks or ; t= 


lbs something or some- 

dy quite a bit. 

Acclaim and its subsidiary, IN, two of Nintendo's 
gest licensees, produce ten NES titles per year, the most 
slent of which is Narc. But the Acclaim people are careful 
t to spotlight Narc’s violent aspects. 

“We don’t see Narc as violent—we see it as anti- 
ugs,” says company spokesperson Allyne Mills, carefully 
vigating the issue. “You're busting criminals.” So do Clint 
stwood and Arnold Schwarzenegger. 


Your mission: Bust Mr. Big and destroy the dreaded cr 
nal empire...use rocket bombs, high-powered mach 
guns...protect the innocent and punish the guilty...stop 
nothing.” 

If that's not violent then what is? “Okay, video gar 
are violent,” says Mills, "but that’s part of the excitemeni 
the game.” — | 


| a 
parents’ — 
groups 
steamed 
Naturally, there’s a mile of controversy surrounding 
video-game violence issue. While most parents view 


games as a harmless distraction, some are concerned v 
the amount of destructiveness and brutality displayed in 


entertainment field. 


One fringe group that’s up in arms is the Natio 
Coalition on TV Violence. Last December, the organi 
tion conducted a major comprehensive study on N 
video games. 

“We found that well over 70% of the 150 games | 
we surveyed contained high levels of violence,” rep. 
Brian Sullivan, the coalition’s director. “In essence, the 
games taught violence to our children.” 

Akin to Tipper Gore's PMRC (Parents’ Music Resou 
Center), the National Coalition on TV Violence is a n 
profit public-interest group that’s dedicated to “reducing 

amount of glamorized violence in | 
=] media.” The group recently took up the is 
of video-game violence. 

“1991 will see even more violenc 
Sullivan predicts. “That's primarily because 
the graphic technology available to the 
who make cartridges. They call these gar 
‘action-packed’ but ‘action’ is a code w 
for violence, which spans every niche: f 
i ‘| boxing and wrestling games to the Ram 
esque militarytype game." 


Acclaim’s NA 
violent but ce 
a strong anti 
theme. 


What if you brushed your teth as poorly 
as most video game cleaners clean? 


It wouldnt be a pretty picture. game slot for fullest contact. It also features separate 
Like a toothbrush that’s missing half its bristles, cleaning wands and solution to completely clean the 
most game cleaners only get at part of the problem. contacts of the game cartridges. 
And what’ left isn't much to PY Just look for The Eliminator 
smile about. THE at all Kaybee and Blockbuster 


The Eliminator is the pow- #LIMINAT OR 


erful exception. Its the only game 
cleaner that combines a micro- 

abrasive 3M” cleaning strip with a dur- 
able “game-cartridge” that locks into the 


Video stores. Or call (800) 626-6254 

for other locations and phone or- 

- ders (only $12.95 plus $3 shipping). 
And start cleaning up 

your act. 


Available for Nintendo® Gameboy; Sega; Genesis; Lynx" and NEC TurboGrafx-16° game systems. 
All products are registered trademarks of their respective companies. © 1991 Naki Industries. U.S. Patent No. 4951425 
Naki Industries » 8564 W. Pico Blvd. « Los Angeles, CA 90035 
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Out in December, and it’s | 
game is pretty bloody,” 
the ©xception than the rule. The 
Action, as opposed to tWitchi 


violent. Not suggested for children y 
“I'm not pushing ultra-violence, : 


Shelley, “this is lust more realistic y 
the movies,” 


Says Razor § 
iolence—like 


© the game involves 
Mners and losers. 


"Kids feel impotent,” 
id with so many thin 
t which they have n 


'es are a healthy w. 
ion.” 


People, as we learned from Dr. 
says the doctor, 

9S in their lives == 

© control, these 
ay of releasing 


all the pieces from the c 
&rs set she hid from her kic 
Violence in video ga 
Was an inevitable conflict 
Was bound to come UP soc 
or later, and the fact that th 
games will get more Violer 
and more detailed—gs gra 
ics improve is q foregone c 
clusion, = . 
But kids have been playii 
cowboys and Indians for oy 
O century. It's not 9 
imaginations Or more 
that are changing- 


it’s just our technology 
< 


“ause the state of the art is the 
Genesis system, which boasted the 
ue 16-bit graphics and game play in the 
tplace prior to the release of SNK’s 
520, Genesis adventure games may be the 
of choice for seekers of realistic action. 

n't find the trend is necessarily toward vio- 
director of market: 
© right now is Pot Riley 
n't have any blood in 


SSE 


Ur number-one tit) 
all, and it does 


sen can’t deny tha 


t violent action is right 
1 bend for Genesi 


se TechnoCop [was] 


ea 


Monday December 13, 1999 


fombie Hoards Attack U.S. 


trange samurai 
ad heading to New 
rk City. 


I. C. GOOLS, Times Staff 
ler 


EW YORK--What appeared to 
harmless meteorite crashing in 
Nevada desert has turned out to 
arc Seed, an evil alien creature 
| horrible powers. By shooting 
nge magnetic rays, Darc Seed 
turned the helpless nation into 
bie slaves and has brought the 
ue of Liberty to life to do his 
; work. 


There Goes the Neighborhood 

Mrs. Emma Nuttz of Brooklyn 
had this to say about the situation. 
“Just when it seemed safe for 
decent folks to walk the streets 
again along comes this Dare Seed 
with his gang of Zombie hooligans 
and there goes the neighborhood. 
And if that wasn’t bad enough, it 
seems the only way to defeat this 
ruffian is by totally destroying 
every in sight. Now there really 
goes the neighborhood!” 


Mr. I.M. Sickentired of the 
Bronx added, "As if we didn't have 
enough stinkin’ garbage on the 
streets already. Between the 
freakin' wino's and the blasted 
beggars and all the other louses 
already fouling up this miserable 
town...and now these sleazeball 


zombies!! It's enough to make me 
want to move to freakin' Los 
Angeles with all the other fruits 
and nuts!!! 


Mayor Heminhaw immediately 
called an emergency press con- 
ference where he read the fol- 
lowing prepared statement. "I um, 
er, ahem, ah, I am doing every- 
thing, ah, er, er, humanly possible 
to see to it that ah, this situation er, 
um, this terrible situation ah, comes 
to a ah, ahem, a swift and , er, um, 
um, a swift and satisfactory close. I 
er, er, um, have no further er, er, 
comment at this time. Thank you". 


ZOMBIE NATION: 
Ground Shaking NES™ Action 
Zombie Nation is a ground 
shaking action/shooting game.for 
the Nintendo Entertainment 
System®. The object of the game 
is to wreak total destruction on 
everything you see by firing 
powerful projectiles (it’s a dark and 
dirty job, but somebody’s got to do 
it). Meanwhile, you need to rescue 
as many zombie hostages as you 
can in order to gain enough 
strength for the ultimate showdown 
with Darc Seed (he's toast!). 


ZOMBIE NATION: 
Devastating Graphics and 
Pounding Sound Effects 

Zombie Nation’s graphics are so 
devastatingly realistic you'll almost 
be tempted not to demolish them 
(yeah right!). And the relentlessly 
pounding sound effects will make 
you feel like you’re right in the 
middle of the action hammering 
away at skyscrapers, mountains, 
and everything else that crosses 
your path.. So don't just stand there 
like a Zombie, get your copy now! 


Nintendo and Nintendo 
Entertainment System 
and the official seals are 
trademarks of Nintendo 
of America Inc. 

©1990 Nintendo of America, Inc 
© 1990 Meldac/Live Planning 


Licensed by Nintendo for play on the 


For more information 
please contact: 

Customer Service: 
Telephone: (213) 286-7043 
Fax: (213) 286-7039 


ENTERTAINMENT 
SYSTEM 
Suite 2210 


| eldac Los Angeles CA. 90067 
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Meldac of America, Inc. 
1801 Century Park East 


Why mow the lawn when you can bomb After dinner, you can always battle maggots, RYGAR, the 2 ines arcade bit that pits you 


oncoming planes and destroy secret military blood-flies and drools in the dangerous 8 against ferocious beasts, hideous demons or 
bases in nine action missions with BLUE player game — SLIME WORLD. worse, your best friend. 
LIGHTNING. 


op ae a 
r- id 


PAPERBOY. Fling papers at non-subscribers, RAMPAGE. Become a 60 ft. beast, demolish Encounter loathsome beings. Escape from 
race your bicycle on people's lawns — in buildings and eat tanks as an army attempts horrible creatures. It’s you against the evil 
other words, the ultimate afterschool job. to destroy you. Up to 4 players can take part in empire in the game of GAUNTLET. 

the destruction. 


Warm up the brain cells. Condition And now you can play them 
those fingers. Break out the antacid. on earth. In fact, anywhere on 

The new Lynx earth. Because the 
cartridges are here. Lynx is the world’s 

Twelve of the first portable, color 
roughest, toughest, video game system. 
most challenging With its totally 
game cartridges in the Cosmos. unique 16 bit graphics engine, 


Blue Lightning, Slime World, Zarlor Mercenary™ Epyx, Inc. Xenophobe, Rampage™ Bally Manufacturing Co. Klax, Paperboy, Gauntlet, Road Blaster™ 


ROBO SQUASH. The u/timate paddle game. 
The goal is to squash the enemy and line up 
four globes in a row to win. But be careful, 
three splats and you're out 


uiTieLicsye? | FUELS 
4 ri 


ROAD BLASTER. Drive and avoid mines, 
exploding towers and enemy vehicles for 
points and make it through 50 levels. Great to 
play in the back of the car. 


ae 


or break for lunch. 


the Lynx lets you play arcade 
quality games that really look like 


Two opponents. Three opponents. 
Or you can even link up with seven 
other players on certain games. 


XENOPHOBE. Trapped in a space station, you 
must destroy the aliens. Side-scrolling 
adventure for up to 4 players. 


It’s a galactic shoot out between you and 
aliens in the 4 player game ZARLOR 
MERCENARY. Your only hope is to kill them ail 


arcade games. In 4 channel sound. 
Play by yourself. With one opponent. 


So if you don’t already own a Lynx, 


= ine oa. 


KLAX. Maneuver your platform. Catch the 
falling bricks. Stack ‘em for points. And try to 
do it all before your dad asks to borrow it. 


(= i) 


Help MS. PACMAN escape the marauding 
ghosts by guiding her through multiple mazes 


gobbling up dots, energizers, fruits and 
pretzels. 


you better hurry. Because they’re 
going fast. And so are all these game 
cartridges. 

Visit the videogame section in your 
favorite store now. 


ac-Man™ Namco, Lid. Rygar™ Tecmo, Lid. Atari, the Atari logo, Robo Squash, Lynx™ or ®™ Atari Corporation, Copynght 1990. 
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The Sunsoft Blasterz™ Club is your ticket 
to the inside. Get o | year membership, 
3 issues of the Sunsoft newsletter 
“Blast-On? plus on official membership 
card, erasable score card with marker, 
and Blasterz stickers. All for just $5. 


Name Age 
Address 
City 


State ZIP 


Mail this coupon with a check to: 
Sunsoft Blasterz Club 

11165 Knott Ave. 

Cypress, CA 90630 


Please allow 8-10 weeks for delivery 


CAME WATCH NEWSLETTER 


YOU'VE HEARD ABOUT 50 TO 100 GAMES IN ONE CARTRIDGE, NOW LEARN ALL THE 
DETAILS. GAME WATCH NEWSLETTER |S THE SOURCE FOR THE LATEST UNDERGROUND 
NEWS ON NINTENDO" AND OTHER GAMES AND ACCESSORIES. IT IS A UNIQUE NEWS 
SOURCE THAT PULLS NO PUNCHES AND GIVES THE LATEST GOSSIP AND NEWS THAT 
CANNOT BE FOUND ANYWHERE ELSE. 


* LEARN HOW TO BUY NEW GAMES, BEFORE OFFICIAL RELEASE, BELOW RETAIL 
AND EVEN WHOLESALE PRICES 


* FIND OUT ABOUT OVERSEAS SOURCES FOR GAMES IN THE ORIENT AND 
ELSEWHERE 


* SEE HOW SOME PEOPLE ARE PAYING AS LITTLE AS $2.00 TO $4.00 PER GAME 


* GAMES LIKE TETRIS Il, SUPER MARIO INVISIBLE FANCY, STAR SOLDIER, DEVIL 
WORLD, GOONIES, NINJA ADVENTURE. AND MANY MORE. 


* DISCOVER WHAT IS HAPPENING BEHIND THE SCENES AND IN OTHER COUNTRIES 


A70 MINUTE VIDEO TAPE SHOWING AND DESCRIBING MANY OF THE ABOVE GAMES IN 
ACTUAL ACTION, MULTIPLE GAME CARTRIDGES, AND MORE IS ALSO AVAILABLE FREE 
WHEN A TWO YEAR BIMONTHLY SUBSCRIPTION TO THE GAME WATCH NEWSLETTER |S 
PURCHASED. THE VIDEO TAPE IS A $24.95 VALUE AND IS AVAILABLE IN VHS ONLY. ORDER 
BOTH NOW BY CALLING: 


4-900-990-0606 $416.50 PER CALL 


BUY A SIX MONTH SAMPLE SUBSCRIPTION TO THE NEWSLETTER WITHOUT THE TAPE BY 
CALLING: 


4-900-990-0707 $5.00 PER CALL 


REMEMBER, THE ABOVE CHARGES WILL BE AUTOMATICALLY ADDED TO THE PHONE BILL OF THE 
PHONE FROM WHICH THE CALL IS MADE. WHEN CALLING, BE PREPARED WITH YOUR FULL NAME, 
ADDRESS (INCLUDING STREET, APARTMENT NUMBER, AND ZIP CODE) 


OR OBTAIN BY USING THE ORDER FORM BELOW. FOR CUSTOMERS IN NEBRASKA, ADD LOCAL 
SALES TAX OF 62% ALL TELEPHONE ORDERS ARE SHIPPED POSTAGE PREPAID WITHIN 48 HOURS. 
MAIL IN ORDERS TAKE 7 TO 14 DAYS. NO COD ORDERS. U.S. FUNDS ONLY. 


DON'T WAIT!!! THESE INTRODUCTORY PRICES WILL NOT LAST!!!! 
"NINTENDO IS A TRADEMARK OF NINTENDO OF AMERICA, INC. 


FOR FREE INTRODUCTORY ISSUE AND MORE 


INFO SEND 25¢ FOR POSTAGE TO: PLEASE PRINT: 


Name: Age: 
GAME WATCH NEWSLETTER, INC. ne ae 
5078 SOUTH 108TH STREET, SUITE #126 ty a eee 
Zip a Phone: 


OMAHA, NEBRASKA 68137-2314 


t 
| 
| 
| 
| Address: 
| 
| 
| 
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/ STRATEGY GUIDE, PARTI BY DONN NAUERT 


work through the ten areas, _ 
reas in this issue. The last 


2 


MARCH 1991 


VG&CE * MARCH 1991 


HELPFUL HINTS 


ALWAYS WATCH THE 
DEMONSTRATION SCREENS. THEY 
PROVIDE USEFUL TIPS. 


* ALWAYS TRY TO DEFEAT AS MANY 
ENEMIES AS POSSIBLE. THIS WILL 
ALLOW YOU TO INCREASE THE 
LEVELS OF YOUR WEAPONS AT THE 
END OF EACH AREA. 


* THE BEST OFFENSIVE AND 
DEFENSIVE TACTICS WOULD BE TO 
BUILD UP YOUR VULCAN (BODY) AND 
SHIELD AS QUICKLY AS POSSIBLE, 
THEN WORK ON YOUR VERNIER AND 
FIELD PUNCH (LEFT ARM). WHEN 
YOU GET INTO A JAM WITH ENEMIES 
THAT DO A LOT OF DAMAGE, TWIST 
AND TURN YOUR WAY OUT OF IT. 


* WATCH YOUR RADAR AS MUCH AS 
YOU CAN. 


* TO CONTINUE, DURING THE 
“PRESENTED BY VICTOR MUSICAL 
INDUSTRIES, INC.” SCREEN, ON THE 
CONTROL PAD, PRESS AND HOLD 
DOWN, LEFT AND SELECT at THE 


SAME TIME UNTIL THE TITLE SCREEN 
APPEARS. WHEN THE TITLE SCREEN 
APPEARS, IT SHOULD SAY 
“CONTINUE MODE.” TO DETERMINE 
HOW MANY CONTINUES YOU WILL 
HAVE, TAKE YOUR SCORE AT THE 
FIRST TIME YOUR GAME |S OVER AND 
DIVIDE BY 1,000,000 PoINTs, THEN 
ADD THREE. 


* FOR A MUSIC MODE, DURING THE 
“PRESENTED BY” SCREEN, PRESS 
AND HOLD UP, LEFT AND SELECT 
AT THE SAME TIME UNTIL THE TITLE 
SCREEN APPEARS. ON THE TITLE 
SCREEN, “Music MODE” SHOULD 
APPEAR. PRESS | TO SELECT THE 
TUNES. 


* FOR AN EASY MODE, DURING THE 
“PRESENTED BY” SCREEN, PRESS 
AND HOLD UP, RIGHT AND SELECT 
UNTIL THE TITLE SCREEN APPEARS. 
YOU SHOULD SEE “EASY MODE” IN 
THE MIDDLE OF THE TITLE SCREEN. 
THE ONLY NOTICEABLE DIFFERENCE 
IS THAT, IN THIS MODE, YOU'LL 
RECEIVE DOUBLE THE UNITS AT THE 
END OF EACH AREA. 
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FROM THE RIGHT SIDE OF THE SCREEN, HE'LL 
MOVE UP AND DOWN SHOOTING THREE-WAY 
SHOTS AT YOU. TO DESTROY HIM, YOU MUST 
HIT THE BLUE SPOT BELOW THE RED MOUTH. 
USING THE VULCAN SHOT, YOU SHOULD BE 
ABLE TO DEFEAT HIM IN NO TIME. TWISTING 
AND TURNING IN THE LOWER-LEFT CORNER 
AS THE SHOTS APPROACH YOU SHOULD GET 
YOU OUT WITH LITTLE (IF ANY) DAMAGE 
DONE. TRY PLACING YOUR UNITS SO THAT 
YOU WILL ENTER AREA 2 WITH THE LEVEL OF 
YOUR WEAPONS AT ONE IN FIELD PUNCH 
(LEFT ARM), THREE IN VULCAN (BODY), ONE 
IN VERNIER AND TWO IN SHIELD. 
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End’ Boss-Area 2. 

THIS GUY STAYS ON THE RIGHT SIDE OF THE 
SCREEN AS WELL, BUT WHEN HE GETS EVEN 
WITH VEIGUES, HE’LL SHOOT A MISSILE. AS 
HE REACHES THE BOTTOM AND FIRES HIS 
MISSILE, JUMP, BE CAREFUL: THE MISSILE 
RETURNS TO HIM LIKE A BOOMERANG. THE 
WEAK SPOT ON THIS GUY IS THE RED SPOT 
STICKING OUT OF HIS FOREHEAD. TRY 
PLACING YOUR UNITS SO THAT YOU WILL 
ENTER AREA 3 WITH THE LEVELS OF YOUR 
WEAPONS AT ONE FOR FIELD PUNCH, FOUR 
FOR VULCAN, THREE FOR VERNIER AND FIVE 
FOR SHIELD. 


ree 
ss: i}: emeneeeess. | 


47, Sesses ai ewe 4 
51213* SUREEEEEE 1515+ SEEEEREEE | 5 7 


ge ~—_ Ss 


VULCAN. AT THE END OF THIS AREA, HERE’S 
HOW | LIKE TO HAVE THE LEVELS OF THE 


AVOIDING HIS SHOTS. WAIT UNTIL THE 
SHOTS ARE ABOUT TO HIT YOU BEFORE 


En dB 0SS- Area q 
Gi J Aca ww 


THERE ARE ACTUALLY THREE PARTS TO THIS 
BOSS. THE FIRST THING HE’LL DO IS PEPPER 
YOU WITH SHOTS. THIS IS WHERE YOU 
BETTER HAVE MASTERED (OR AT LEAST BE 
FAIRLY GOOD AT) CHANGING DIRECTIONS. 
AFTER HITTING HIM WITH THE VULCAN, HE’LL 
OPEN UP AND EXPOSE A LASER. THE BEST 
THING TO DO IS START IN ONE CORNER, AND 
MOVE TO THE OPPOSITE ONE WHILE 


CHANGING DIRECTIONS AND CORNERS. THE 
LASER, IF YOU HAVE BEEN SUCCESSFUL AT 
DODGING THE BULLETS, SHOULDN'T POSE A 
PROBLEM AS LONG AS YOU HAVE THE 
VULCAN TRAINED ON IT. 

AFTER YOU DESTROY THE LASER, THE TWO 
ENDS WILL COME TOGETHER AND START 
CHASING YOU. DODGE AS MUCH AS 
POSSIBLE WHILE BLASTING THEM WITH THE 


WEAPONS: ONE FOR FIELD PUNCH, SIX FOR 
VULCAN, FIVE FOR VERNIER AND SIX FOR 
SHIELD. REMEMBER, ANY EXTRA SHIELDS 
MEAN THAT MUCH MORE BONUS POINTS AT 
THE END OF THE AREAS, WHICH TRANSLATES 


INTO MORE CONTINUES. YOU SHOULD START — 


AREA 4 WITH AT LEAST FOUR VERNIER AND 
FIVE FOR VULCAN. 


WELL, YOU'VE FOUND THE UNDERGROUND: 
LAKE AND THE WATERPROOF KOALA BEARS. 


THE THIRD 1S LOCATED HERE. 


AT THE START OF THIS AREA, YOU'LL 
CONTINUE THROUGH THE UNDERGROUND 


LAKE WHERE BOTH THE STATIONARY BOMBS NOW MINIATURE GOLD MISSILE LAUNCHERS 
(RED) AND. HOMING MISSILES (BLUE BOMBS) MAKE THEIR APPEARANCE, BUT THEY’RE NOT 


Aled) 5 WILL BE QUT IN FORCE. SO TOUGH. 


NOW MEET THE BLACK MECHANICAL FROGS. 

THEIR SHOTS DO.A LIFTLE MORE DAMAGE, THIS 1S WHERE ALL THAT VERNIER WILL 
BUT OTHER THAN THAT THEY RE NOT THAT FIRST COME IN HANDY BECAUSE... 
BIG-OF A MENACE. 
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End Boss-Area 4 

THIS FUTURISTIC KNIGHT CARRYING A LANCE 
WILL BOB UP AND DOWN FIVE TIMES THEN 
CHARGE TOWARD YOU. SIMPLY JUMP UP 
AND STAY IN THE AIR UNTIL HE MOVES BACK 
TO THE RIGHT PART OF THE SCREEN. AFTER 
THE FIRST CHARGE, HE’LL ONLY BOB TWICE 
BEFORE MAKING HIS MOVE. IF YOUR VULCAN 
IS AT LEVEL 6, HE SHOULD ONLY BE ABLE TO 
CHARGE TWICE; ON THE THIRD CHARGE HE 
SHOULD BE DEFEATED. AT THIS POINT YOU 
COULD RAISE THE LEVEL OF YOUR VERNIER ~ 
UPTO SIX AND YOUR FIELD PUNCH UP TO 
TWO, OR YOU COULD KEEP YOUR FIELD 
dees AT ONE, AND SAVE YOUR UNITS FOR 
LA 


6 == =sey 
box-5 a) 


End Boss-Area 5 THAT VULCAN A-PUMPIN’. THIS BOSS CAN BE 


THIS GUY, WHO RESEMBLES AN ARMED DEFEATED AFTER APPROXIMATELY FIVE , s 
ARMADILLO, WILL SHOOT ATRIO OF LASER. LASER SHOTS. IF ALL GOES WELL, YOU a 2 
BLASTS AT YOU FOLLOWED BY FOUR SHOULD HAVE AT LEAST BETWEEN FOUR AND ET SC aa 


HOMING MISSILES. MY ADVICE WOULD BETO AHALF AND FIVE SHIELDS REMAINING. USE a SRS 
AVOID THE LASER SHOOTS, DONT WORRY YOUR UNITS TO BUILD UP YOUR FIELD aa, 
ABOUT THE HOMING MISSILES AND KEEP PUNCH AND/OR SHIELD. 


The Amusement & Music Operators 
Association (AMOA) has traditionally held 
their annual show, called the Expo, in 
Chicago. This year, however, it decided to 
travel due south to the mouth of the 
Mississippi, selecting New Orleans for its 
show Expo ‘90. 

The show featured most of the best 
games of 1990 and also included some 
new titles that are either sequels to games, 
such as Final Lap Il, or look like they could 
be, such as Carrier Airwing (U.N. 
Squadron). Expo ‘90 could have been 
renamed “Expo ‘90: The Show of Sequels.” 

In the February issue, we took a look at 
the games by companies, starting with A 
(American Laser Games) through K 
(Konami). In this issue we'll finish the show 
coverage with companies from L (Leland) 
through Z—okay, more like W (Williams). 


Ataxx—Ataxx is a strategy game that 
could be called a fantasy version of 


Othello. You can play a one-player game 
against the computer or a two-player game 
against each other, as you try to attack 
your opponent and be the one with the 
most “globs” at the end of the level. 


Brie Force —Ploy Gre of tes sieabaet 
a three-man team that is on a personal 
vendetta to put crime in its place. Battle 

skinheads and Colombian dru lords in this 


game that includes an eight-way joystick 
and backdrops of 60 scenes. 


Brute Force turns the player into a 
video vigilante, battling the forces 
of racism and illegal narcotics. 


Steel Gunner—This is Namco’s latest entry 
to the growing list of upright gun games. 


Dragon Saber—A sequel to Dragon Spirit, 
it lives up to its predecessor in difficulty, 
game play and more. This game is a must 
for all hard-core gamers. 


Final Lap I-A familiar name in driving 
games, this sequel features all the items you 
found in Final Lap. In this new version, yo 
can choose one of four different cours 


PORE TOH 
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FINALE LAPRsll 


718-229-1435 


NINTENDO 
We Sell $13.95 
We Buy $4.00 


010 YARD FIGHT 
1942 

DADV. OF BAYOU BILLY 
ADV. OF LINK 
ALPHA MISSION 
COATHENA 
COBALLOON FIGHT 
BASEBALL 

BIONIC COMMANDO 
COCASTLEVANIA 
OOCLU CLU LAND 
COCOMMANDO 
CODEADLY TOWERS 
CODEMON SWORD 
OCODOUBLE DRIBBLE 
DRAGON POWER 
CODRAGON WARRIOR 
EXCITEBIKE 
FAXANADU 
OOFRIDAY THE 13TH 
COGAUNTLET 

GHOSTS N GOBLINS 


oO 


GOONIES |! 
GOTCHA 

GRADIUS 
COGUMSHOE 
COGUNSMOKE 
HYDLIDE 

ICE CLIMBER 

ICE HOCKEY 

(KARI WARRIORS 
IKARI WARRIORS |! 
DOIRON TANK 
COJACKAL 

COKARATE CHAMP 
COKARATE KID 
OKINGS KNIGHT 
COKUNG FU 

COKUNG FU HEROES 
OOLEGACY OF THE WIZARD 
COLEGEND OF KAGE 
LEGEND OF ZELDA 
LIFEFORCE 

MACH RIDER 
MAGMAX 

METAL GEAR 
COMETROID 
COMUSCLE 
COOPERATION WOLF 
OOTHELLO 

PLATOON 
COPRO-AM RACING 
ORAID ON BUNGLING BAY 
RAMBO 
OCORENEGADE 

RUSH N ATTACK 
ORYGAR 

OSECTION Z 
SEICROSS 
SIMON'S QUEST 
SKATE OR DIE 

SPY HUNTER 

SPY VS. SPY 1 
COSTAR FORCE 
COSTAR VOYAGER 
T&C SURF DESIGNS 
OTABOO 

TIGER-HELI 

OCOTOP GUN 

COTRACK AND FIELD 
TRACK AND FIELD 1! 
TROJAN 

COURBAN CHAMPION 
OWILD GUNMAN 
WINTER GAMES 
WIZARDS & WARRIORS 
COWORLD RUNNER 3-D 


QO 


QO 
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ORDERING INSTRUCTIONS: All orders & membershi 
funds only. NO FOREIGN ORDERS. In Canada only. 
$8.50 for Alaska, Hawaii and Puerto Rico. We do not acc 
ping is by United Parcel Service. If you order three or more Nintendo or Sega cartrid 


SINCE 1982 


COWRECKING CREW 
COXENOPHOBE 
OXEVIOUS 


We Sell $16.95 
We Buy $5.00 


8 EYES 

01943 

0720 

DADV. OF DINO RIKI 

ADV. OF TOM SAWYER 
ADV. OF LOLO 

ALIEN SYNDROME 
AMAGON 

ANTICIPATION 

COARCHON 

ASTYANAX 

BABY BOOMER 

BACK TO THE FUTURE 
BAD DUDES 

JBASES LOADED 

BLASTER MASTER 
BOMBERMAN 
COBREAKTHRU 

BUMP N JUMP 

BURAI FIGHTER 
BURGERTIME 

CASTLE QUEST 

OOCITY CONNECTION 
COCLASH AT DEMONHEAD 
COCOBRA COMMAND 
COCOBRA TRIANGLE 

COCODE NAME VIPER 
COCONTRA 

OOCYBERNOID 

CODASH GALAXY 
CODEFENDER OF THE CROWN 
CODEFENDER I! 

CODESERT COMMANDER 
CODESTINATION EARTHSTAR 
DR. CHAOS 

OR. JEKYLL & MR. HYDE 
CODONKEY KONG 

CODONKEY KONG JR. 
CODONKEY KONG 3 
CODOUBLE DRAGON 
ELEVATOR ACTION 
COELWAY'S QUARTERBACK 
COFESTERS QUEST 
COFLYING DRAGON | 
COGHOSTBUSTERS 
OGODZILLA 
0 
O 
O 
ja 
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GUARDIAN LEGEND 
GYRUSS 

HOOPS 

IMPOSSIBLE MISSION 2 
INDIANA JONES TEMPLE 
CINFILTRATOR 
COIRONSWORD 

OCOJAWS 

COJORDAN VS. BIRD 
JOUST 

COKARNOV 
OKID NIKI 
QO 
O 


LEGENDARY WINGS 


MAPPY-LAND 
COMARIO BROS. 
COMILON'S SECRET CASTLE 
COMONSTER PARTY 
MYSTERY QUEST 
ONINJA GAIDEN 
ONINJA KID 
COPEBBLE BEACH 
OOP’ RADIKUS 
OCOPOPEYE 
OP.0.W. 
COPREDATOR 
COPRO WRESTLING 
COPUNCHOUT 
ORB! BASEBALL 
CORACKET ATTACK 


MAJOR LEAGUE BASEBALL 


¥ 
718-229-1435 


GRAD RACER 3-D 
ORAID 2020 
RAMPAGE 
CORESCUE 
RIVER CITY RANSOM 
ROBO WARRIOR 
ROLLING THUNDER 
COSHADOWGATE 
COSKYKID 
OOSKY SHARK 
SLALOM 
SNAKES REVENGE 
c 
SPELUNKER 
STAR SOLDIER 
STINGER 
STRIDER 
TAG TEAM WRESTLING 
COTARGET RENEGADE 
OCOTENNIS 
COTERRA CRESTA 
THREE STOOGES 
THUNDERCADE 
OOTO THE EARTH 
COTWIN COBRA 
OCOTWIN EAGLE 
OCOVINDICATORS 
OVOLLEYBALL 
OWILLOW 
COWRESTLEMANIA 
COZANAC 


We Sell $22.95 
We Buy $10.00 


COABADOX 

DOA BOY AND HIS BLOB 
ACTION KUNG FU 

ADV. IN MAGIC KINGDOM 
ADVENTURE ISLAND 
DADV. OF LOLO 2 
COAFTERBURNER 

AIR FORTRESS 

|AIRWOLF 

ALL PRO BASKETBALL 
CARKISTAS RING 

COBACK TO THE FUTURE 2&3 
BAD ST. BRAWLER 
BATMAN 

OOBATTLE OF OLYMPUS 
COBATTLE TANK 
OOBIGFOOT 

BLADES OF STEEL 
COBOULDER DASH 
OCOBUBBLE BOBBLE 

CABAL 

CAPTAIN COMIC 
CAPTAIN SKYHAWK 
CASINO KID 

OCOCASTLE OF DRAGON 
CHALLENGE OF DRAGON 
OOCHILLER 

CIRCUS CAPERS 

COMIC CAPER 
COCRYSTAL MINES 
OCOCYCLE SHOOTING 
CODEXTERITY 

DIG DUG |! 

CODOUBLE DARE 
CODONKEY KONG CLASSICS 
CODONKEY KONG JR. MATH 
DRAGON SPIRIT 
DUNGEON MAGIC 
DYNOWARZ 

OF-15 CITY WAR 
COFANTASY ZONE 

COFAST BREAK 

FIGHTING GOLF 

FINAL MISSION 

COFIST OF THE NORTH STAR 
FREEDOM FORCE 
GALACTIC CRUSADER 
GALAGA 

GALAXY 5000 
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ept credit cards. New York residents must add a 


GHOSTBUSTERS 2 
GILLIGANS ISLAND 
COHEAVY BARREL 
COHEAVY SHREDDIN 
Ol CAN REMEMBER 
COIMAGE FIGHT 
JEOPARDY 
COJEOPARDY JR. 
CUJEOPARDY 25TH ANNIV. 
COJOURNEY TO SILIUS 
OKICKLE CUBICLE 
OKID ICARUS 
OKID KOOL 
OKING NEPTUNES ADV. 
OKINGS OF THE BEACH 
OKIWI KRAZE 
KLAX 
KNIGHT RIDER 
COLAST STARFIGHTER 
LODE RUNNER 
LOOPZ 
LOW G MAN 
MAD MAX 
COMAFAT CONSPIRACY 
COMAGIC OF SCHEHERAZADE 
COMARBLE MADNESS 
COMARVEL'S XMEN 
COMASTER CHU 
COMECHANIZED ATTACK 
COMICKEY MOUSECAPADE 
COMIGHTY BOMB JACK 
OOMILLIPEDE 
COMISSION COBRA 
COMULE 
OCONARC 
ONFL 
OONINJA GAIDEN 1! 
CONOBUNAGAS AMBITION 
CORB 3-D 
COPACMAN 
COPERFECT FIT 
PESTERMINATOR 
PHANTOM FIGHTER 
CPICTIONARY 
COPINBALL 
OOPINBALL QUEST 
OOPINBOT 
COPIRATES 
COPRINCESS TOMATO 
CPUSS N BOOTS 
OCOQBERT 
ORALLY BIKE 
COREMOTE CONTROL 
ORING KING 
OOROAD BLASTER 
COROAD RUNNER 
OOROBOCOP 
COROBODEMONS 
OCOROCKET RANGER 
OROCK N BALL 
ROGER RABBIT 
COSHINGEN THE RULER 
COSHINOBI 
COSHOOTING RANGE 
OOSILENT ASSAULT 
OOSILENT SERVICE 
COSILKWORM 
COSNAKE RATTLE ROLL 
COSOLAR SYSTEM 
COSOLOMONS KEY 
OSOLSTICE 
OSPOT 
OSQ00N 
COSTARSHIP HECTOR 
OOSTEALTH 
COSUPER DODGE BALL 
COSUPERSPIKE V BALL 
SUPER SPRINT 
OCOSUPER PITFALL 
COTAGIN DRAGON 
OCOTECMO BASEBALL 
OCTEEN NINJA TURTLES 
OTIMELORD 
OTOP GUN II 
OOTOTAL RECALL 
COTURBO RACING 
OULTIMA 
OWALL ST. KID 
COWHEEL OF FORTUNE 
COWHEEL OF FORTUNE 
Family Edition 
COWHEEL OF FORTUNE JR. 
OOWIN LOSE OR DRAW 
COWIZARDRY 
COWORLD GAMES 
COWORLD GRAND PRIX 
COWRATH OF BLACK MANTA 
OXEXYZ" 
OYO! NOID 


We Sell $29.95 
We Buy $15.00 
COAIRBALL 
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CARCH RIVALS 

BAD NEWS BASEBALL 
BATTLE CHESS 

BIG BIRD 

BUGS BUNNY CASTLE 
BUGS BUNNY BIRTHDAY 
CALIFORNIA GAMES 
CALIFORNIA RAISINS 
CAVEMAN GAMES 

CHIP N DALE 

CLASSIC CONCENTRATION 
CONFLICT 

CONQUEST CRYSTAL 
PALACE 

CRYSTALIS 

DAYS OF THUNDER 
CODEATH RACE 

JDESTINY OF AN EMPEROR 
DICK TRACY 

OCODIRTY HARRY 
CODOUBLE DRAGON I! 

DR. MARIO 

DRAGONS CURSE 
CODUCKTALES 

DUSTY DIAMOND 
SOFTBALL 

EVERT AND LENDL TENNIS 
FINAL FANTASY 
FORMULA 1 RACING 
COFRANKENSTEIN 
FUNHOUSE 

GAUNTLET 2 

GOAL 

GREMLINS 2 

COHARD DRIVIN 

HEROES OF THE LANCE 
COHOLLYWOOD SQUARES 
HUNT FOR RED OCTOBER 
COINDIANA JONES LAST CR. 
JACK NICKLAUS GOLF 
JACKIE CHAN'S KUNG FU 
KLASH BALL 

LUNAR POOL 

COMANIAC MANSION 
MEGAMAN 

COMEGAMAN 2 

MENDEL PALACE 
COMETAL FIGHTER 
COMETAL MECH 

COMIKE DITKA FOOTBALL 
COMUPPET ADVENTURE 
NINJA CRUSADERS 
PAC-MANIA 
COPALAMEDES 
COPAPERBOY 

PIPE DREAM 

PIT FIGHTER 

PLAY ACTION FOOTBALL 
PUNISHER 

RAD GRAVITY 

RAD RACER II 
ROLLERBALL 

ROMANCE 3 KINGDOMS 
SESAME ST. ABC 
SESAME ST. 123 
SHADOW OF THE NINJA 
SILVER SURFER 

SKATE OR DIE 2 

SKI OR DIE 

SKULLS & CROSSBONES 
SNOOPY 

SOLAR JETMAN 

STAR TROPICS 

STREET FIGHTER 2010 
COSUPER C 

COSUPER GLOVEBALL 
SUPER OFF ROAD 
SUPERMAN 

SUPER MARIO BROS 2 
SWORDS & SERPENTS 
TECMO BOWL 

TECMO WORLD 
WRESTLING 

COTETRIS 

THUNDERBIRDS 
COTOMBS & TREASURES 
TOOBIN 

TRICK SHOOTIN 
COULTIMATE BASKETBALL 
COWWF CHALLENGE 

WAR ON WHEELS 
WEREWOLF 

We Sell $34.95 
We Buy $20.00 
COBASEBALL SIM. 1.000 
BASEBALL STARS 
COBLACK BASS 
CHAMPIONSHIP BOWLINC 
COCHESSMASTER 
COCHUBBY CHERUB 
CODRAGON WARRIOR 2 
COGENGHIS KHAN 
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OLITTLE NEMO 

OMS. PACMAN 
MEGAMAN 3 

RBI BASEBALL 1! 

SIDE POCKET 

COSUPER MARIO BROS. 3 
COTEEN NINJA TURTLES 2 
COULTIMA QUEST AVITAR 
OCOVEGAS DREAM 


SEGA GENESIS® 


We Sell $24.95 
We Buy $10.00 


OALEX KIDD ENCH. CASTLE 
OCOGHOULS AND GHOSTS 
COLAST BATTLE 

RAMBO III 

SPACE HARRIER I! 

SUPER THUNDERBLADE 
COTHUNDER FORCE 1! 
COTRUXTON 

0Z00M 


We Sell $29.95 
We Buy $15.00 
COAFTERBURNER 2 
DAIR DIVER 

COARROW FLASH 
ebay ROBO-KID 
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BEANBALL BENNY 
BIMINI RUN 
BURNING FORCE 
COCOLUMNS 
OCOCURSE 

DANDO 
CODYNAMITE DUKE 
OOFINAL ZONE 

OOFIRE SHARK 
COFORGOTTEN WORLDS 
COGRANADA 
OHELLFIRE 
O 
O 
QO 
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HERZOG ZWEI 
INSECTOR X 

KLAX 

MYSTIC DEFENDER 
CPHELIOS 

PIT FIGHTER 
SHADOW BLASTER 
SHOVE IT 

SOCCER 

SUPER HANG ON 
SUPER HYDLIDE 
SUPER MONACO GP 
COSUPER VOLLEYBALL 
COTARGET EARTH 
TOURNAMENT GOLF 
COTRAMPOLINE TERROR 
WHIP RUSH 


We Sell $34.95 
We Buy $20.00 


BATTLE SQUADRON 
BUDOKAN 

BUSTER DOUGLAS BOXING 
CYBERBALL 

DJ BOY 

DICK TRACY 

E SWAT 

FINAL ASSAULT 
GHOSTBUSTERS 
COGOLDEN AXE 

OOHARD DRIVIN 

COJOE MONTANA FOOTBALL 
JOHN MADDEN FOOTBALL 
LAKERS VS. CELTICS 
MICKEY MOUSE 
MONDUS FIGHT PALACE 
MOONWALKER 

PAT RILEY BASKETBALL. 
POPULOUS 

REVENGE OF SHINOBI 
SHADOW DANCER 
TECHNO COP 

COTHUNDER FORCE II! 
TOMMY LASORDA 
BASEBALL 

OCOZANY GOLF 


We Sell $44.95 
We Buy $25.00 
COPHANTASY STAR I! 
STRIDER 

COSWORD OF SODAN 
SWORD OF VERMILLION 
We Sell $29.95 


We Buy $15.00 
ALL TURBO- 
GRAFX-16 
GAMES 
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ps of PLAY IT AGAIN to P.O. Box 6718, Flushing. NY 11365. MINIMUM ORDER: $10.00. PLEASE PRINT CLEARLY. U.S. 
write to: Microplay Video Games. 2555 Dixie Rd.. Mississagua, ONT L4Y 4C4. Add $3.50 for shipping and handling on each order: 
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ges in one order and list alternates for each we will pay the shipping (U.S. only). We reserve the right to 


refuse any order. All used Nintendo cartridges are sold with a one-year limited warranty. We put a [invisible to the eye) numbered code on all cartridges sold. If the cartridge case or chip is 
tampered with. damaged or abused. warranty will not be honored. Order with confidence 


SEND $1.00 FOR CATALOG OF O 


SHIPPING INSTRUCTIONS: Send to PLAY IT AGAIN. Dept. 1B, 67-25B 186 Lane, Flushin 
Nintendo or Sega cartridges at one time we will add $2.00 to the total amount due. Please ship by 
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WE ALSO BUY & SELL GAMEBOY, GAMES SYSTEMS, 


SEGA MASTERS & ATARI 2600 
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Nintendo 


Nintendo, keeping pace with its home 


system, has released some familiar titles for 
the PlayChoice arcade system. The titles 
include Nintendo World Cup (Soccer), Rad 
Racer Il, MegaMan 3, Teenage Mutant 
Ninja Turtles 2 (with new screens), Solar 
Jetman and Dr. Mario. 


Romstar 


Snow Bros.—Romstar continues to show 
the game that is best described as a 


modern-day Bubble Bobble. 


Thunder & Lightning—After angering the 
Thunder Warrior, you, as Mr. Chin, must 
use your demo ball and thunder & 
lightning stick to escape from the Thirty 
Walls of Regret in a game that uses the 
classic Arkanoid format. (Look in the video- 
game reviews elsewhere in this issue for a 
look at the NES version of Thunder & 
Lightning.) 


Out Zone—tt's the 215 century, and you 
have been sent to a remote outpost far out 
in space. Your mission: To rescue your 
comrades and shuttle craft that have been 
lost in the Out Zone. 


Sega 


Auraul/—Maneuver your aircraft through 3- 


D-like scenes, destroying as many enemies 
as possible. In this first-person game, you 


not only must be aware of the enemies in 
front of you but also behind. Mastering the 
360-degree rapid fire guns are a must. 


driving games, GP Rider 
incorporates a linkage system 


Laser Ghost—An alien life- 
form has infested the city and 
kidnapped a little 
old lady. Become part of a 
three-man team that has set out 
to rid the city of the creature 
and save Granny. Players will 
be taken through haunted 
houses, cemeteries, sewer 
systems and more in this upright 
gun game. 


R-360—The latest in simulator 


instance. Taking Galaxy Force one step 
further, the pod you play in can rotate in 
any direction depending on your control 
maneuvers. R-360 is more of an 
amusement-park ride than an arcade 


machine. 


Cyber Lip (for the Neo*Geo)—You’re on a 
mission to find the evil “Cyber Lip” in an 
effort to destroy him before he destroys 


you. Your mission will take you through 
seven futuristic stages filled with androids 


and cyborgs. 


League Bowling—League Bowling features 
three different styles of play. With the 
“multi-link,” four cabinets can be linked so 
that up to eight players can compete 
against each other. 


Blue’s Journey—In what could be the 
ultimate environmentalist’s game, Blue and 
his companion, Shadow, must work their 
way through seven worlds (with three 
stages each), ridding the land of pollution. 
If they succeed, Blue will get to marry the 
princess of the kingdom. 


Sega’s R-360 brings arcade- 
simulator technology to new 
boundaries. 


technology to hit the arcades, 
this game currently uses a 
specially designed G-LOC 
machine that allows you to 


Romstar’s Thunder & 


Lightning 
(top) is available in NES format. : : 
experience gaming as never 


before—upside-down, for 
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SWAP YOUR OLD NINTENDOS FOR CASH OR NEW TITLES 


WE BUY USED/WE SELL 


/ Thunderbirds Call 
en wat nae Thundercade 12/19 
1943 18/29 Castlevania Il $8/$14 — FisUNorth Star $12/$19 Kid Icarus $24/$39 “North & South $24/$39 Sesame St.ABC $16/$26 Tiger Heli 10/16 
720 814 “Castlevania II! 26/42 “Flight of Intruder 24/39 Kid Kool 24/39 *ORB3D 24/39 “Shadow of Ninja 24/39 Time Lord 24/39 
8 Eyes 10/16 “Cave Man Uglymper 24/39 —- Flying Dragon | 6/12 Kid Niki 14/24 Operation Wolf 6/12 Shadowgate 10/16 = Titan Warrior Call 
Abadox 20/32 Chmpshp Bowling 20/34 = “Flying Dragon II 24/39 King Knight 10/16 Othello 12/19 Shingeh, the Ruler 26/44 To the Earth 12/19 
Adv. Bayou Billy 10/16 Chessmaster 20/34 = “Flying Dragon III 24/39 Kings Of Beach 10/16 P.O.W. 10/16 Shinobi 20/32 Tombs &Treasures 24/39 
Adv. Dino Riki 8/14 — Chiller 14/22 “Formula! 24/39 Kiwi Kraye Feb Pacman 12/19 Shooting Range 18/29 Toobin 18/29 
Adventure Island 20/32 Chubby Cherub 28/44 "Frankenstein 24/39 ~KLAX 22/36 *Palamedes 24/39 Short Order 20/32 Top Gun 6/12 
Adventure Island Il Feb’91 Circus Caper 24/39 Freedom Force 12/19 Knight Rider 16/26 Paper Boy 18/29 Side Pocket 36/59 Top Gunil 16/26 
Adv. of Lolo 10/16 City Connection 10/16 Friday the 13th 8/14 “Krion Conquest 24/39 =Paradikus 24/39 Silent Assault 20/32 Top Secret Episode Call 
Adv. of Lolo Il 22/36 Clash/Demonhead 10/16 “Fun House 24/39 Kung Fu 6/12 Password 26/42 Silent Service 10/16 “Total Recall 18/29 
Adv. Tom Sawyer 8/14 "Classic Conc 24/39 °G. |. Joe 24/39 Kung Fu Heroes 12/19 Perfect Fit 22/36 Silk Worm 18/29 Town & Country 4/10 
After Burner 20/34 Clu Clu Land 20/34 Galactic Crusader 24/39 Last Ninja 24/39 Pesterminator 24/39 “Silver Surfer 24/39 Track & Field 10/16 
Air Fortress 14/22 Cobra Command 10/16 Galaga 18/29 Last Starfighter 24/39 Phantom Fighter 20/32 The Simpsons 26/42 Track & Field |! 8/14 
Airwolf 10/16 Cobra Triangle 12/19 Gauntlet 8/14 Legacy/Wizzard 8/14 Pictionary 26/42 Skate Or Die ole Trick Shooting 16/26 
Al Unser 14/24 Code Name Viper 10/16 “Gauntlet II 24/39 Legend of Kage 10/16 Pinball 12/19 iSkate Or Die II 24/39 Trojan 8/14 
Alien Syndrome 14/24 Commando 6/12 Genghis Khan 32/54 Legendary Wings 10/16 “Pinball Quest 24/39 “Ski Or Die 24/39 Twin Cobra 22/36 
Ai! Pro Basketball 20/34 Conan 24/39 Ghost & Goblins 6/12 Life Force 10/16 — Pinbot 12/19 “*Skull/Crossbones 24/39 Twin Eagle 22/36 
Alpha Mission 8/14 = *Conflict 24/39 Ghost Busters 10/16 Little Lg. Baseball 24/39 ~=Pipe Dream 24/39 Sky Kid 12/19 Ultima 18/29 
Amagon 10/16 “Congt/Xtal Palace 24/39 Ghost Busters II 10/19 “Little Nemo Dr. Mstr. 26/42 Pirates 24/39 Sky Shark 10/16 Ultima u 28/44 
Anticipation 12/19 ~=Contra 8/14 = *Gilligans Island 22/39 Lode Runner 14/24 Platoon 6/12 Slalom 10/16 Ult. Basketball 26/42 
Arch Rivals 24/39 Crystal Mines 18/29. Goal 16/26 Loopz 24/39 Play Act. Ftbl 28/44 Snake Rattle & Roll 18/29 Urban Champion 6/12 
Archon 6/12 Crystalis 32/54 Godzilla 12/19 “Lord of Lightning 24/39 Police Academy 24/39 Snakes Revenge 16/26 Vegas Dreams 30/49 
Arkanoid (No Cntr) 40/79 Cybernoid 8/14 ~~ Golf 10/16 “Low G Man 24/39 Popeye 12/19 Snoopy Silly Sports 24/39  Vindicators 8/14 
Arkanoid (contri only) 24/29 Dr. Chaos 12/19 Golf Pebble Bch 20/32 Lunar Pool 20/32 “Power Pad Ftbl 24/39 Soccer _BII4 Volleyball 10/16 
Arkistas Ring 12/39 Dr. Jekyil/Hyde 10/16 Golgo 13 6/12 *M.U.L.E. 24/39 = Predator 20/32 Solar Jetman 24/39 WWF Challenge 28/44 
Astyanax 6/12 Dr. Mario 24/39 Goonies I! 8/14 M. Andretti Wrid. G.B.24/39 Price is Right 26/42 Soloman’s Key 12/19 Wall Street Kid 24/39 
Athena 8/14 Dance Aerobics 10/16 Gotcha 10/16 *M. Ditka Bg Ply Ftb! 24/39 Princess Tomato Call Soltice 24/39 War Against Drugs 24/39 
Athletic World 18/29 “Darc Seed 24/39 Gradius 8/14 Ms. Pacman 24/39 = Pro Am Racing 12/19 Spelunker 10/16 War on Wheels 24/39 
Baby Boomer 22/36 Dash Galaxy 10/16 “Gremlins II 24/39 Mach Rider 8/14 Pro Wrestling 8/14 *Spot:'The Game 16/26 Warewolf 24/39 
Back to Future 8/14 Days of Thunder 24/39 Guardian Legend 8/14 Mad Max 22/36 Punch Out 12/19 Spy Hunter 4110 Wheel /Fortune 14/24 
Back to Future IV/Ill 22/36 Deadly Towers 12/26 Guerilla War 12/19 Mafat Conspiracy 24/39 Punisher 24/39 Spy Vs. Spy 10/16 Wheel /Fortune Fam 24/39 
Bad Dudes 10/16 Defender II 16/26 Gum Shoe 6/12 Magic Johnson Bskb. 10/19 Puss and Boots 24/39 Squoon 28/44 Wheel/Fortune Jr. 24/39 
Bad News Baseball 24/39 Demon Sword 8/14 Gunsmoke 12/19 MagicofSherezade 20/32 ‘*Puttmaster 24/39 Stadium Events 28/44 Wild Gunman 10/16 
Bad Str Brawi 14/24 Defender/Crown 12/19 Gyruss 12/19 “Magic/Sherezade || 24/39 ‘Puzzle 20/32 = Star Force 10/16 Willow 8/14 
Baloon Fight 16/26 “Deja-Vu 26/42 Hard Driven 24/39 Magmax 10/16 = “Puzznic 24/39 Star Ship Hector 24/39 Win,/Lose/Draw 18/29 
“Bandit Kugs of Anc 24/39 Desert Command 10/16 “Harlem Globetrotters 24/39 Maj Lg Baseball 8/14 = *Pyramid 24/39 Star Soldier 14/24 Winter Games 16/26 
Bards Tale Mar 91 __—_— Dest. Earth Star 8/14 = “Hatris 24/39 “Maniac Mansion 24/39 “Pyro 24/39 = Star Tropics 24/39 Wizards& Warriors 6/12 
Bart Simpson 26/42 “Destiny of Emperor 24/39 Heavy Barrel 10/16 MappyLand 20/32 Quix 24/39 Star Voyager 8/14. Wizardry 24/39 
Baseball 6/12 Dick Tracy 20/32 “Heavy Shredin 26/42 Marble Madness 10/16 Q-Bert 12/19 Stealth 10/16 World Champ. Wrest. 24/39 
Baseball Simulator 18/29 Dig Dug ll 18/29 Heroes of the LanceJan'91_—_ Mario Brothers 18/29 Racket Attack 12/24 Stinger 12/19 World Class T:. Meet 14/24 
Baseball Stars 24/39 “Digger 24/39 Hogans Alley 10/16 Marvels X-Men 10/19 Rad Gravity Call Street Cops 22/36 World Games 10/16 
Bases Loaded 8/14 *Dirty Harry 24/39 —_ Hollywood Sqs. 22/36 Master Chu 22/36 Rad Racer 8/14 Street Fighter 28/44 World Runner 10/16 
Bases Loaded I! 16/29 Disney Adv. 16/26 Hoops 8/14 Match Box Racers Feb Rad Racer II 16/26 Strider 10/16 “World Trphy Soccer 24/39 
Batman 12/19 Donkey Kong 16/26 “HuntRed October 24/39 Mechanized Attack 20/32 Raid Bungl. Bay 10/16 “Super Cars 24/39 Wrath of Black Manta 10/16 
Battie of Olympus 16/26 Donkey Kong Jr 18/29  Hydlide 8/14 Mega Man 28/44 Raid 2020 20/34 Super Contra 14/24 Wrecking Crew 10/16 
Battle Chess 22/39  Dnky Kg Jr Math 28/48 | Can Remember 20/34 Mega Man Ii 22/36 *Ralley Bike 24/39 Super Dodge Ball 14/24 Wrestlemania 8/14 
“Battle Tank 24/39 Donkey Kong 3 14/24 Ice Climber 10/16 Mega Man Ill 26/42 Rambo 6/12 “Super Glove Ball 24/39 Wurm Jan 
“Beetle Juice 26/42 Donkey Kong Clas. 16/26 Ice Hockey 8/14 *Mendel Palace 24/39 Rampage 16/26 Superman 16/26 Xenophobe 6/12 
“Big Bird Hide/Seek 24/39 Double Dare 24/39 Ikari Warriors 8/14 Metal Fighter 22/36 RBI Baseball 10/16 Super Mario 4/10 Xevious 10/16 
Big Foot 24/39 Dbl. Dragon 12/19 Ikari Warriors II 10/16 Metal Gear 3/8 RBI Baseball II 20/32 Super Mario I! 14/24 Xexyz 20/32 
“Bill & Ted's Adv 24/39 Dbl. Dragon Il 16/26 = Image Fight 24/39 Metal Mech 24/39 Remote Control 18/29 Super Mario III 26/42  “Xybots 24/39 
Bionic Commando 10/16 Dbi. Dribble 8/14 Immortal, The 22/39 Metroid 6/12 Renegade 10/16 Super Mario/Duck Ht. 3/8 Yo! Noid 24/39 
Black Bass 28/44 *Drac’s Night Out 24/39 Impossible Mission I! 22/39 Mickey Mouse 16/26 Rescue Emb. Miss. 10/16 Super Mario/Duck/Trk 4/10 Zanac 14/24 
Blades of Steel 14/24 Dragon Power 12/19 Indiana Jones 8/14 Mighty Bmb Jack 12/19 Rescue Rangers 22/36 Super Off Road 16/26 Zelda 10/16 
Blaster Master 8/14 Dragon Spirit 22/36 Ind. Jns. Last Crusade24/39 Millipede 16/26 Ring King 12/19 Super Pitfall 14/24 Zelda II 10/16 
Block Jan'91 Dragon Warrior 10/16 _Infiltrator 10/16 Milon’sSec Castle 10/16 RiverCityRansom 14/24 Super Spike Vilybl © 20/32 Zombie Nations Jan 
Bomber Man 16/26 “Dragon Warrior !l 28/44 Iron Sword 14/24 Mission Cobra 12/19 Road Blasters 14/24 Super Sprint 10/16 
Boulder Dash 24/39 “Dragon's Lair 24/39 iron Tank 14/24 ‘Mission Impossible 20/32 Road Runner 16/26 Supersushi Pinball Call NINTENDO * 
A Boy /His Blob 10/16 = =Duck Hunt 4/8  “Ishido:Way /Stones 14/24 Monster Party 14/24 Robo Demons 22/36 SuperTeam Games 10/16 ACCESSORIES 
Breakthru 12/19 Duck Tales 16/26 “Isolated Warrior 24/39 “Monster Truck Rally 24/39 Robo Cop 14/24 Super Xevious 24/39 Control Deck — $35/$59 
Bubbie Bobbie 14/24 “Dungeon Magic 24/39 = J.Nicklaus Golf 18/29 “Motor City Patrol 24/39 Robo Warriors 8/14 Swords and Serpents 22/36 AC Pwr Supply NEW/15 
Bugs Bunny 26/42 “Dusty Diamond 26/42 = Jackal 12/19 “Muppet Adv. 24/39 ~~ Rock 'N Ball 18/29 Taboo 6th Sense 12/19 Advant. Joystick 12/24 
Bugs Bunny Bthdy 26/42 Dyno Warz 22/36  JackieChanKgFu 24/39 Muscle 12/19 Rocket Ranger 22/36 Tag Team Wrst 10/16 Dble Play Syst 12/24 
Bump & Jump 14/24 Elev. Action 16/26 Jaws 8/14 Mystery Quest 14/24 Roger Rabbit 16/26 Tagin Dragon 24/39 | Game Cleaner NEW/15 
Burai Fighter 12/19 EvertLendi Tennis 20/32 Jeopardy 16/26 NARC 20/32 _—~Roller Ball 20/32 Talking Super Pwrd Jan Light Gun 2/8 
Burger Time 12/19 Excitebike 6/12 Jeopardy Jr. 24/39 “NascarChallenge 26/42 ‘Roller Games 24/39 . Target Rengade 10/16 Misc. Joypads 4/14 
"Cabal 24/39 —~F-15 24/39 Jeopardy 25Th Aniv. 24/39 Natl. Football Lg 14/24 — Rolling Thunder 8/14 Tecmo Baseball 18/29 Misc. Joysticks 4/10 
California Games 20/34 Family Feud 24/39 John E. Qtrback 8/14 New Zealand Story Feb Romance/3 Kings 30/49 Tecmo Bowl 26/42 NES Max Joypad 6/14 
California Raisins 24/39 Fantasy Zone 14/24 Jordan Vs. Bird 14/24 Nightmare Elm Str. 24/39 Rush 'N Attack 10/16 Tecmo World Wrst. 12/19 Power Glove 28/49 
Captain Comic 14/24 ‘Faria 24/39 *Journey to Silius 24/39 *Ninja Crusaders 24/39 Rygar 8/14 Teenage M.N.T. 12/19 Power Pad 16/29 
Captain Skyhawk 22/36 Faxanadu 8/14 = Joust 14/24 Ninja Gaiden 10/16 *Samurai Conflict 24/39 “Teenage M.N.T. II 36/59 RF Adapters NEW/15 
Casino Kid 20/32 ~+Fester’s Quest 12/19 Karate Champ 6/12 Ninja Gaiden || 18/29 Search ForThe King Call Tennis 12/19 Satelite 20/36 
Castle Dragon 8/14 Fighting Golf LT 18/29 = Karate Kid 10/16 Ninja Kid 8/14 Section Z 6/12 Terra Cresta 18/29 Single Wris Rmote 8/16 
Castiequest 10/16 Final Fantasy 22/36  Karnov 10/16 Nobun. Ambition 24/39 = Seicross 12/19 Tetris (Nintendo) 18/29 U Force 30/54 
Castlevania 10/16 “Firehouse Rescue 24/39 “Kickle Cubicle 26/42 “Noid Game 24/39 Sesame Street 123 18/29 3 Stooges 8/14 
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CALLUS FOR A FREE 
NEWSLETTER SUBSCRIPTION 
& CATALOG PRICE GUIDE! 


Here’s a few of our 
Hottest NEW Titles!!! 


Nintendo: 
THE SIMPSONS $ 42 
MEGA MAN III $ 49 
TMNT II $ 53 
ARCH RIVALS $ 36 
HEROES OF THELANCE $47 
ULTIMA: AVATAR $ 53 
GAMEBOY Call 


Sega Genesis: 


E-SWAT $ 45 
LAKERS VS. CELTICS $ 45 
JOHN MADDEN FOOTBALL $ 45 
JOE MONTANA FOOTBALL $ 45 


STRIDER $ 68 
SWORD OF VERMILLION $69 
TECHNO COP $ 45 


Japanese Titles: 
CALL FOR MORE INFORMATION 
CALIFORNIA RESIDENTS, 


FREE SHIPPING! OUT OF 
STATE $ 3.00 SHIP CHARGE. 


415-375-8000 


HomEntertainment 


(415) 5 79-0735 


ee products i in stock same day. ~~ 
30 day money back guarantee, 
for refund or exchange. Call 
for Mail-Order Information. 
9 A.M. TO 9 P.M. - 7 DAYSA WEEK 
Pacific Standard Time 


Puzzled (for the Neo*Geo)—This game has 
ten stages, each with six floors, where you 
must arrange falling blocks so that they 
form a single line. When a series of lines is 
formed, the character is released from the 


bottom to advance to the next floor. 


The Super Spy (for the Neo*Geo)—The 
leader of a terrorist group has threatened 
to use his special bomb to blow up the 
world. As the Super Spy, you must work 
your way through the 16 floors of an office 
building to save the day in this first-person- 
perspective game. 


SNK also showed five new Neo*Geo 
games that were not completed and/or 
didn’t have a storyline at the time of this 
writing. The game titles included King of 
the Monsters, Burning Fight, Sengoka, 
Ghost Fighter and Alpha Mission II. 


Taito 


D3 Boss—Taito’s latest entry into the 
simulator wars is not as much a game as it 
is a ride. When you step inside, be ready 
to take the roller coaster ride of your life. 


Space Gun—This space-alien version of 
Operation Wolf places you as part of a 
special off-world commando unit that has 
been sent out into space to investigate 
strange messages from a colonized space 
station. Along the way you encounter the 
cause of the strange circumstances on a 


cargo ship headed for Earth. 


Air Inferno—this simulator is the ultimate in 
helicopter rescue. There are a total of six 


rounds. The player will spend the first two 


rounds (the beginner levels) learning the 
controls. Then it's off fighting tanker and 


79 | skyscraper fires. You also have to rescue 
mem We guarantee to ship all Ss ae 


people stranded on a volcanic island and 
lost in a a dase, 


years ago, a special top-secret order, the 
Majestic-12, was established to take 
defensive measures in the event the pesky 
Space Invaders ever returned. Now it’s up 
to you to stop them. 


Tecmo 


Strato Fighter—Take the helm of an Aero 
Tactic Fighter to do battle in new 
dimensions in Tecmo’s new space shooter. 


Super Pinball Action—Tecmo’s new video 
pinball features four different playfields 
and all aspects of real pinball including 
bumpers and spinners. 


Williams 


Hit the Ice—Williams continues their zany 
sports series, this time with a loony hockey 
game. One to four players choose their 
teams from a roster of Video Hockey 
League all-stars. The game features all the 
aspects of real hockey including foghorn 
blasts, sirens and organ music. 


HIT THE ICE 


Smash TV—This hit for Williams was 
present at the show. In Smash TV 
contestants battle it out for big bucks and 
prizes in what can be best described as a 
video-game on of The Run ng Man 


Riverboat Gambler al P ayers et 


count. 


Wn 


Agent Frank McBain is dead...but 

why did they pin it on you? You've 

just 96 hours to find out...crack an 
international spy ring...and prevent —& 
an INTERNATIONAL DISASTER. 


vo American agent Mason Powers 
and you've just intercepted an ultra 9 
secret message about an international 

terrorist group. Just as you're 
about to brief CIA Section Chief, 
Frank McBain, everything goes 
black...and you wake up ina 


remote prison hospital in — Interactive Movie of 
Turkey...with no memory of : 
what happened and charged with Esp dag 


the murder of Frank McBain! 

Who set you up? Who is trying to 
kill you? And why do you feel such intense 
urgency? The Countdown has begun...and 
you'd better find the answers fast. 

If you break out of the hospital you'll set 
out on an interactive adventure of intrigue and 
espionage taking you from /stanbul to 
Paris...with both agents and terrorists in hot 
pursuit. Interview different characters which 
converse, animate and respond (some 
actually talk!)...use your hand held computer 
to search for key evidence...gain valuable == ACCESS 
clues in realistic Motion Graphics flashbacks! "= 


But can you complete your mission in fee SOFTWARE INCORPORATED 
time to avoid global disaster? 
Motion Graphics* 
Countdown is brought to you by Access 
Software...the same madmen who brought you Countdown features breathtaking Motion Graphics...combining stunning 256-color 
Mean Streets. You'll experience movie-quality movie-quality graphics with Real Soud”, the revolutionary technology that gives 
Motion Graphics action...with 256-color you astonishing digitized sound effects, music and speech without hardware. 


Countdown also supports the major sound boards. 


screens that bring new meaning to VGA. Add 
RealSound ™ high-quality digitized sound 
effects and you've got an interactive movie 
that will involve you totally...mind, body and 
soul. 

Start the Countdown...and live the ultimate 


Mail to: ACCESS SOFTWARE INCORPORATED 


Signature_ 545 West 500 South, Suite 130, Bountiful, UT 84010 
{ail orders must be signed) 


545 West 500 South, Bountiful, Utah 84010 
801-298-9077 FAX 801-298-9160 
CIRCLE #137 ON READER SERVICE CARD. 


NSEC ec Ue Actual 256-Color VGA Screens 
; 5 ee ae eT ey 
To experience COUNTDOWN, Eau 
We : 2 ree 
| =~ ges ee eee | ee YES! I want to clear my name and prevent a Global Disaster .., with the breathtaking 
ie I reality of Motion Graphics 256-color graphics and digitized sound effects. Please rush me 
fae i] my copy of Countdown. Satisfaction Guaranteed. 
) TOLL FREE 1 es Rane 
Sey : : : } 
| (Credit Card orders only) or clip and return the order form | 1 as 1/4inch Disk _ 3 1/2-inch Disk 
' : _| I've enclosed $59.95 as payment in full. Address 
} __ Charge this order to my: 
SSeS = ACCESS ' [J] VISA | MasterCard (| American Express City 
Card No. ‘ 
BZ sorrware INCORPORATED \ State______Zip, 
: Expires 
I 
i] 
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here’s a big news item from 

the world of electronic-gam- 

ing fandom this month: A ma- 

jor new fanzine is being born! 

Four experienced fanzine editors— 

Edward Karpp, Edward Finkler, Mike 

Ciletti and Russ Robinson—are go- 

ing to combine their efforts to produce 

CyberBeat. This is important both 

because it gives fandom the prospect 

of another first-rate publication and 

because it points out the advantages 
of cooperation among fans. 

You don’t have to edit a fanzine to 
participate in fandom. Fans can write 
articles, reviews and letters of com- 
ment for other fanzines. If you’re an 
artist, the field is wide open and 
waiting! | don’t know a single fanzine 
that wouldn't be much better with a 
few cartoons. 

So congratulations to the four 
musketeers for their bold step. I'll tell 
you about the first issue as soon as 
it rolls off the press. Meanwhile, let's 
take a look at some outstanding 
fanzines that are already available. 

Before we get to this month’s re- 
views, there is one correction to be 
made. Last month the price for Lane 
Rice’s The Subversive Sprite was 
not listed. It comes out monthly and 
costs $1. 


REVIEWS OF 
RECENT ELECTRONIC 
GAMING FANZINES 


by Arnie Katz 


Video Views #1 


Ulrich Kempf 
Patterson Road, R.D. 5, Box 212 
Watertown, NY 13601 


$1.25—trregular 
10 pages. 

Despite some minor first-issue 
glitches—like not prominently dis- 
playing the address, price, editorial 
staff and frequency on the contents 
page—this well-illustrated publication 
is the best new fanzine received this 
month. The 200-word reviews are 


ATTENTION 
FANZINE READERS 


intelligent, and the accompanying 
rating system guarantees that each 
piece makes a definite critical state- 
ment. If you’re a gamer, rush your 
$1.25 to Ulrich. 


CyberDrome #6 


Ed Karpp 
P.O Box 317 
La Jolla, CA 92038 
$1-No schedule stated 
Nine pages 


| don’t know if CyberDrome will 
continue or become the hub of Cy- 
berBeat. Either way, you can’t lose by 
sending Ed a buck for an issue of this 
outstanding review-oriented fanzine. 
Detailed examinations of a wide 
range of games, ratings for at least 
a hundred more and a very provoca- 
tive editorial about the dangers of a 
fanzine glut are the major highlights 
this time. CyberDrome is one of my 
personal favorites, and | think most 
video gamers will appreciate the 
straightforward style of analysis. 


The Lynx 


Phil Patton 
131 Dake Ave. 
Santa Cruz, CA 95062 


50¢—Monthly 


Five pages 


Phil forgot to number the current 
issue, but he shows a fairly steady ed- 
itorial hand apart from that. Coverage 
includes the Atari ST and Lynx, two 
systems that don’t get much space in 
most professional magazines. There’s 
a lot of stuff packed into five pages, 
including a lengthy review of Devon 
Aire, an opinion column by David 
Kimbo and a Lynx 
question box. 

bi 
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A GAME BOY. LIGHT ACCESSORY 


See your GAME BOY.. 
In a Whole New Light 


human desires based on the games 


f we can draw conclusions about 


we play, there are an awful lot of 

people out there who yearn to pilot a 
combat jet, quarterback a football team 
and/or lead a party of adventurers in 
search of a kidnapped princess. But if 
overwhelming numbers mean anything, 
the experience gamers crave most 
is...driving a Car. 

We're not just talking your me 
average drive across town 
here. Driving games use 
souped-up cars, put them in 
races and get games with 
more potential appeal than any 
other type of electronic- 
entertainment product. 

The first mechanical driving § 
games started turning up in arcades in 


the 50s. Most of these simulations used 


a toy car fused to a perpendicular metal 


bar capable of swinging left or right. This 


bar, in turn, was connected to a steering 
wheel so that turning the wheel to the 
right caused the toy car to move to the 
right. The car, pointing straight up, was 
superimposed over a long roll of paper 
on which was drawn a top-down view of 
the road. Once the machine was 
engaged, the paper started rolling, 
creating the illusion that the car was 
moving forward. 

The earliest electronic driving game 
was Atari’s Night Driver, a devilishly 
clever, minimalist masterpiece that used 
the idea of darkness to cover its lack of 
graphics. The player 
saw only the luminous 
marking posts located 
several feet apart on 
both sides of the road 
as he guided his 
vehicle along a 
twisting nightmare of 
a highway. But it was 
enough, when 
combined with human 
imagination, to create 
a stunning illusion. 

Night Driver was originally a coin-op, 
but it also proved popular in its VCS 
incarnation. Until recently, most 
successful driving games came from the 
coin-ops. Games like Pole Position 
(Atari) and Turbo Out Run (Sega) were 
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major hits in the arcades and on home- 
computer and video-game systems. 

In the early days of electronic gaming, 
what was known as the “pseudo-first - 
person” perspective evolved as the 
dominant viewpoint for driving contests. 
This display offers most of the virtues of 
true first-person action while providing 
gamers with an on-screen vehicle to 


serve as a visual 
focal point. The 


view has also 
been used 
extensively, as in 
Midway’s classic 
Rally-X, Data 
East's Bump ’n’ 
Jump and 
Mattel’s USAC 
Auto Racing for 
the Intellivision. 
Distinctive 
Software’s ground-breaking Test Drive 
(Accolade) set new standards in driving 
simulations, both in concept and 
implementation. Although there had been 
countless driving simulations before it, 
Test Drive was the first to cash in on 
sports car chic. Whereas earlier games 


spent all their progra 


top-down point of 


muscle on 
producing realistic landscapes to drive 
through, Test Drive invested its available 


-memory to produce sophisticated — 
simulations of various pe dream 


machines. 
The game’s other great innovation 
was the first successful use of true first- 


person ees Finally, the user was 


brought inside the car, 
where he could see - 
the dashboard as ee 
, as his gloved hands © 
J gripping the wheel or 
popping the stick 
shift. Test Drive was a 
=| huge commercial 
| success, spawning 


disks. It also represented 9 
mi the home industry taking 
#| the scepter from the coin- 
42 op world. For the first time, 
a non-coin- -op driving game ~ 
was ee the pack. 


new Sunde in Tao re 
matter where they come fror 
games have been the most endut 
popular genre of computer ent 
foralmostadecade. 


It’s only natural that the most popular 
format for automobile driving games is 
the race. Whether racing against the 
clock or against other vehicles, there’s 


nothing like the roar of engines and the 


sight of a checkered flag to stir the 
blood! 

Racing against the clock is the oldest 
format for auto games. Games from 
Night Driver to Test Drive Ill: The 
Passion (Accolade) have primarily 
concerned themselves with simulating 
the driving experience. But the more 
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Left: Atari's Super Sprint. Right: Dynamix’s David Wolf: Secret Agent. Middle: Atari’s Hard 


Drivin’. Bottom left: Mindscape’s Harley-Davidson: The Road to Sturgis. Bottom right: 


Mean Streets by Access. 


official racing context, with its checkered 
flags and pit stops, has dominated the 
scene in recent years. Test Drive II: The 
Duel (Accolade), in fact, broke with the 
original by presenting the test drive as a 
head-to-head race between a Ferrari F40 
and a Porsche 959. The sequel proved 
enormously popular, spawning two 
scenery disks, 
California Challenge 
and European 
Challenge, and two 
car disks, The 
Supercars and The 
Muscle Cars. The 
Supercars disk gave 
users access to an 
’88 Lotus Turbo 
Esprit, Ferrari 
Testarossa, Porsche 
911 RUF, ’88 Lamborghini Countach 
5000S and an ’89 Corvette ZR1. The 
Muscle Cars added a ’63 Corvette 
Stingray, a 69 Dodge Charger Daytona, a 
’68 Shelby GT500 Cobra, 67 Pontiac 
GTO and a 69 COPO 9560 ZL-1 Camaro. 
Test Drive III: The Passion (Accolade) 
is the first 7D game not created by Don 
Mattrick’s Distinctive Software. That 
development house broke with Accolade 


ar yy 


after failing to agree on a new contract, 
and the pressure was on designer Tom 
Loughry’s team to meet the exalted 
expectations of the 7D audience. 
Loughry, who had earlier impressed 
gamers with Gunboat and Steel Thunder 
(both from Accolade), surpassed all 
expectations with the third entry in the 
Test Drive series. 
The Passion set 
all sorts of new 
_| Standards in terms 
4 of graphic 
excellence and 
simulation-quality 
realism. 


Combining 

- ra polygon and bit- © 

ut mapped graphics, 
Loughry’s team 
fashioned a rich, full world of highways 
passing forests, mountains, beaches and 
railroad crossings. Day turns to night, it 
rains and snows—better turn on those 
windshield wipers!—and, best of all, the 
driver has unparalleled freedom of 
movement. Go in reverse, make a 180- 
degree turn and drive in the opposite 
direction or leave the road altogether. 

The cars in this game are literal dream 
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MOTORCYCLES AND MOTORCYCLING 
MOTORCYCLES, WHILE NOT AS POPULAR AS 
AUTOMOBILES, HAVE ALSO BEEN A 
POPULAR SUBJECT FOR SIMULATION. HERE’S 
A RUNDOWN ON SOME OF THE BEST: 


COMPUTER GAMES 

THE CYCLES: INTERNATIONAL GRAND PRIX 
RACING (ACCOLADE FOR IBM PC anD 
MACINTOSH) — TEST DRIVE CREATORS 
TAKE ON MOTORCYCLING AS THREE BIKE 
CLASSES (125cc, 250cc AND 500cc) RACE 
ON ANY OF 15 HIGH-SPEED TRACKS. THE 
CYCLES EMPLOYS A TRUE, OVER-THE- 
HANDLEBARS, FIRST-PERSON PERSPECTIVE 
AND EXCELLENT GRAPHICS. 


CYCLEKNIGHT (ARTWORX FOR C-64) — 
LESS THAN STATE-OF-THE-ART GRAPHICS 
DECORATE THIS ACTION-STRATEGY FUTURE 
FANTASY, BUT IT KEEPS A SOLID GAMING 
FOUNDATION. THE PLAYER RIDES A HIGH- 
TECH SUPER-CYCLE INTO A FUTURISTIC 
WORLD OF MAGIC AND SCIENCE GONE MAD. 


HARLEY-DAVIDSON: THE ROAD TO STURGIS 
(MINDsCAPE) — THE MOST STORIED RUN IN 
MOTORCYCLE HISTORY, THE ANNUAL 
ODYSSEY TO STURGIS, IS THE SUBJECT OF 
THIS PURIST’S CHOICE SIMULATION. THE 
GAME USES A PSEUDO-FIRST-PERSON 
PERSPECTIVE TO GIVE MAXIMUM IMPACT TO 
THE CLIMBS, DRAGS AND POKER RUNS. 
INSTRUMENTATION IS DISPLAYED AT THE 
BOTTOM OF THE SCREEN. GAMERS CAN 
CUSTOMIZE THEIR HOGS TO THEIR TASTE. 


Motocross (GAMESTAR FOR C-64 AND 
IBM PC) — THE 250cc Motocross 
RACING CIRCUIT IS THE FOCUS OF THIS 
ENTERTAINING SIMULATION WITH AN 
EMPHASIS ON JUMPS (AND LANDING AFTER 
THEM). TEN TRACKS ARE INCLUDED. 


SUPERBIKE CHALLENGE (BR@DERBUND FOR 
ATARI ST, C-64 AND IBM PC)—RAcE A 
1000cc (READ: POWERFUL!) CHOPPER ON 
ANY OF A DOZEN GRAND PRIX COURSES. 
SUPERBIKE CHALLENGE USES A PSEUDO- 
FIRST-PERSON PERSPECTIVE AND A 
VERTICALLY SPLIT SCREEN. AN ON-SCREEN 
SPEEDOMETER, RPM, LAP COUNTER AND 
MORE ADD TO THE REALISM. 


SUPER HANG-ON (DATA EAST FOR ATARI 
ST, C-64, IBM PC AND MAcINTOsH) — A 
CLASSIC COIN-OP COMES TO THE HOME 
COMPUTER, COMPLETE WITH A COURSE 
EDITOR AND PSEUDO-FIRST-PERSON 
PERSPECTIVE FOR UNSOPHISTICATED FUN. 


continued on page 92 


VG&CE * MARCH 1991 


Go one-on-one... 


Real playground action. 


In your face! 


Intense defense. 


...0r two-on-two. 


Show off your moves. Your slams. Your 
jams. Go one-on-one. Two-on-two. Play both 
ends of the court. 

In Your Face for the Nintendo’ Game 
Boy” is playground rules, playground play- 
ers and playground tough...with all the 
pushing, shoving and fast-paced action of 
the original HOOPS” 

Best of all, it lets you take all the action 
with you for the greatest road trip you'll 
ever make. 


New! For the 
Nintendo Game Boy. 


e> JA LE CO. Jaleco™In Your Face™ and Hoops™are trademarks of Jaleco USA Inc. 


Nintendo® Game Boy™are trademarks of Nintendo of America Inc. © 1990 Jaleco USA Inc. 
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cars—some, in fact, only live on the 
drawing board, while others exist only in 
prototype form. The Chevrolet Cerv Ill, 
the exotic-sounding Pininfarina Mythos 
and the red-hot Lamborghini Diablo are 
the vehicles included in this superb 
simulation. 

Another popular driving program is 
Spectrum HoloByte’s ‘Vette, an IBM PC 
Corvette simulator with an emphasis on 
city driving. The gamer takes a Corvette 
through the streets of San Francisco, 
past pedestrians, cable cars and all the 
popular landmarks of the City by the Bay. 
In the NES world, ’Vette fanciers can 
check out Corvette ZR-7 (Milton 
Bradley), a head-to-head cross-country 
race with an on-screen window 
displaying the opponent's position. 

Other computer games of this type 
include Crazy Cars and its sequel, F40 
Pursuit (Titus), Pole 
Position II (Mindscape), 
Out Run, Hot Rod and its | 


Top left: Spectrum 
HoloByte’s ‘Vette. 


left: 4 x 4 Off Road 
Racing. Bottom 
ight: Accolade’s 
The Cycles 


| Prix Racing. 


NES, a conventional into-the-screen 


driving game with some nice 
accompanying music and a selection of 
backgrounds. 


The Checkered Flag 

For drivers who prefer more 
traditional racing, there are no shortage 
of race-track, road-rally and Grand Prix 
contests. Lombard Rally (Mandarin), an 
example of the road-rally type game, 
places the gamer behind the wheel of a 
Ford Sierra RS Cosworth driving over 
some auto-busting terrain in this British 
re-creation of the famous title rally. 
Another rally-based game is Turbo Out 
Run (Sega), a revamp of the original Out 
Run, in which the player drives a Porsche 


Left: Data East’s Super Hang-On. Middle: 
Accolade’s California Challenge. Right: 
Accolade’s European Challenge. 


sequel, Street Rod 
(California Dreams). In 
Street Rod players start 
out with the money to = 
buy and customize a street racing 
vehicle, like a ’55 Dodge Custom Royal 
Lancer, stick in a dual, four-barrel 
manifold and a pair of four-barrel racing 
carbs, then burn rubber at either the 

local drive-in or drag on the highways for 
big money. Video-game fans can check 
out Rad Racer I/ (Square Soft) on the 
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959 on a cross-country road rally. 


Talladega (Cosmi), Ferrari Formula 
One (Electronic Arts) and Grand Prix 
Circuit (Accolade), from Distinctive 


Software, are all simulations of big-time 
racing that have been available on 
computers for over a year. The new kid 
on the block is /ndianapolis 500 


|TechnoCop. Bottom 


international Grand 


(Electronic Arts), by the Papyrus Design 
Group, a state-of-the-art track-racing 
simulation complete with multiple 
camera angles and replays of crashes. 

Video-game race fans also have a 
wide variety of games to choose from. 
NES track fans can check out A/ Unser 
Jr. Turbo Racing (Data East), which 
provides a choice of 20 international race 
tracks and on-screen hints from Unser. 
Formula One racing gets 
the NES treatment in 
Built to Win: F-1 B.T.W. 
(Seta), in which gamers 
get to compete against 32 
of the top drivers. 

Even hand-held fans 
can get into the act with Checkered Flag 
(Atari), a Formula One racing game for 
the Atari Lynx, and Days of Thunder 
(Mindscape), based on the Tom Cruise 
movie, for the Game Boy. NES stock-car 
fans can enjoy Bill Elliott's NASCAR 
Challenge, the first NASCAR-endorsed 
stock car video game. 
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Introducing & 
Total Reality i i 


This 256-color, true-to-life golf simula- 


tor gives you unprecedented 3D THE CHALLENGE OF GOLF 
graphics...so realistic—so advanced— 


you'll think you're on the course. 


I: a beautiful Spring morning as you prepare to 
tee off. You select your #1 driver (ignoring your 
caddy’s wisecrack)...take a practice swing... adjust 
your stance...and drive one right down the middle 
for 290 yards. As you approach your second shot, 
you notice every detail of your surroundings... \~ 
the location of each tree...the contour of = \~ Totally 


hill and slope...the lay of the ball... 
A day on your favorite course? Not * Realistic 
quite, but it’s the next best thing. » VGA 


LINKS. ..The Challenge of Golf is a totally real- ~ Mi d eo 
istic golf simulator that’s a quantum leap ahead ¢ a 
of any computer golf game you've ever seen. 

You'll control your game to the degree you pre- 
fer...from defaulting to the standard swings...to 
adjusting your stance, backswing, acceleration, 
power and snap. With every drive and putt, your 
ball will act according to the true laws of physics. 

And you'll experience all the sounds of a real 
tournament...from commentary...to caddy’s 
remarks...to the swoosh of the swing...click of the 
drive ....and bloop of the ball in the water. 

LINKS also includes a practice area for driving, 
chipping and putting. 

3D Terrain s= = ea led ‘CESS 

LINKS is brought to you by Access Software... ; 
the same fanatics for accuracy and realism who gave 
you World Class Leader Board Golf—and the graphics —__—— 3 
are unbelievably realistic. Gone are dink idee So Realistic, you'll think you're there 
screens that look like Lego blocks. With LINKS, hills _ LINKS features totally realistic 3D terrain...combining stunning 256-color, 
actually look like hills, trees look like trees, water 3-dimensional terrain graphics with Real Sound”, the revolutionary technology that 
looks like water. (And, yes, golfers even look like gives you astonishing Seiad sound effects without hardware. 
golfers.) In fact, LINKS uses graphics technology so By BE 
advanced that a VGA system is absolutely required 
for play. 

Experience the next generation of golf simula- 
tors. Reserve a Tee Time with LINKS. 

We guarantee you'll absolutely love it—or 
your money back! 


Actual 256-Color VGA Screens 


ORDER FORM 


2 YES! I'm ready to Tee Off with LINKS...and experience the astonishing reality of 
3D terrain with 256-color graphics and digitized sound effects. Please rush me my copy. 
Satisfaction Guaranteed. (VGA system and hard disk required). 
Name 


Address 


To get on the course with LINKS, 
visit your retailer or call | 


ai 1-800-824-2549 


TOLL FREE 


| (Credit Card orders only) or clip and return the order form | 


ACCESS 


SOFTWARE INCORPORATED 
545 West 500 South, Bountiful, Utah 84010 
801-298-9077 FAX 801-298-9160 
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5 1/4inch Disk 3 1/2-inch Disk 
_| I've enclosed $59.95 as payment in full. 
_| Charge this order to my: 

_ VISA MasterCard _ | American Express City 


NBAYIND: ee See ee ee et Obata Zip 


Expires______________ Mail to; ACCESS SOFTWARE INCORPORATED 
Signature 545 West 506 South, Suite 130, Bountiful, UT 84010 


(ail orders must be signed) 


sett See nhs) ghana clr lenaher valerian bio as | 


The Grand Prix remains one of the 
most popular racing formats, led by 
DSI’s Grand Prix Circuit (Accolade) on 
the computer; Sega’s spectacular Super 
Monaco GP on the Genesis; American 


Sammy’s Michael Andretti’s World GP on 


the NES; and Final Lap Twin, by NEC, on 
the TurboGrafx-16. Grand Prix Circuit 
allows gamers to compete against a 
selection of : 

world-class 
drivers on the 
famous courses 
of several 
continents. Super 
Monaco GP offers 
a cavalcade of 
eye-popping landscapes that push the 
Genesis to new limits. Michael Andretti’s 
World GP offers 13 pros to race against 
on 16 famous raceways in any of four 
vehicles. Final Lap Twin allows the player 
to select either a V8 or V10 Grand Prix- 
style racer and compete head to head 
using a split-screen display on any of 
over a dozen tracks. 

Power Drift (Activision) is a 
somewhat more offbeat track- 
racing game for computers. 
The competition includes 
such characters as Jason the 
Skinhead and Jeronimo the 
Mohican, and the 25 available 
tracks include a 
preponderance of urban 
landscapes. 


Another genre of 
driving games 
undergoing a surge of 
popularity right now is 
the supercar games: 
contests where the 
player’s vehicle has 
either been greatly 
modified or can perform incredible 
stunts. 

The rage for stunt driving stems from 
the success of Atari’s Hard Drivin’ coin- 
op, an incredible technological 
achievement that offers arcaders the 
most realistic auto simulator ever 
produced for the entertainment market. 
At the start of a play session, players are 
offered alternate paths. One is a 


94 


traditional race track, while the other is 
something from an Evel Knievel 


nightmare, complete with open 
drawbridge and loop-the-loops! A 
sequel, Race Drivin’, promises more 
state-of-the-art thrills with an emphasis 
on the more outrageous elements of 
navigating a car. 

Hard Drivin’ is now on its way to most 
computer and video-game systems 
courtesy of Tengen, but gamers have 


several alternatives in this category. One 
is Stunt Driver, from Spectrum HoloByte, 
in which users take a 66 Shelby 
Mustang on a wild ride through 
corkscrew turns, loop-the-loops and 
ramp jumps—all while avoiding other, 
hostile vehicles. The game includes five 
pre-designed courses and a roll-your- 
own feature, as well as a head-to-head 
modem-play 
option. 

The other 
| alternative is 
| Stunts, the 
y anxiously 
anticipated first 
release from Don 
Mattrick and DSI after moving under 
Braderbund’s umbrella. Race driver Ross 
Bentley, of Vancouver's Indy CART, 
consulted with Distinctive to help with 
the authenticity of this stunt driving 
simulation. Loop-the-loops, jumps, 
corkscrews, slaloms and even tubular 
drive-through pipes for upside-down 
driving are featured, as is a track-editor 
option to allow 
gamers to build their 
own courses. Stunts 
offers gamers 11 
different cars, 
including the 
Lamborghini 
= Countach and the 
= Acura NSX, anda 
variety of Al-driven 
competitors including 
Herr Otto Partz and the 
infamous Helen Wheels. 

Another type of stunt 
driving is explored in 
Acclaim’s Bigfoot, a 
monster-truck simulation. 

f (Monster trucks, as 

i everyone who hasn’t been 
on Mars for the last decade 
or so knows, are pickup trucks modified 
with gigantic engines and even bigger 
tires.) This head-to-head or human-vs.- 
NES contest involves a race across the 
U.S.A. seen in vertically scrolling top- 
down perspective. 

The idea of autos as weapons has 
been explored in several games, 
including Road Blasters, an Atari coin-op 
that has turned up on the NES 
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_ (Mindscape) and the Lynx (Atari). The 
original arcade game sent a driver in an 
armed auto through 50 rounds of 

~ crosswalk combat with photon bombs, 
electro shields and nitro injectors 
collected along the way. 

Computer owners can sample more 
sophisticated versions of this same 
concept in Auto Duel (Origin) and 
Deathtrack (Activision). Both games use 
the concept of drivers running ona 
circuit, building more powerful and 
better-protected vehicles with their 
winnings, but the much older Auto 
Duel is hurt by its crude, top-down 
perspective, while Dynamix’s superb 
Deathtrack employs the more popular 
first-person view and makes use of 
top-notch animation technology for 
IBM PC computers. 

A new game from Atari for its 2600 
and 7800 game systems, Fata/ Run, is 
a gauntlet-running science-fiction 
contest in which users must drive an 
armored, weapon-equipped auto to 
deliver a lifesaving vaccine. 

Even fans of nonaction games can 
also get a share of the killer-car 
experience with SSI’s science-fiction 
strategy games, Roadwar 2000 and 
the sequel, Roadwar Europa, in which 
gamers move over a postwar 
landscape, building an army of 
armored autos. 

_ No discussion of 
supercars would be 
complete, however, without 
a mention of KITT, America’s 
favorite mega-mobile, from 
the TV show Knight Rider— 
especially since KITT is now 
available to NES owners in 
Acclaim’s Knight Rider video 
game. This extremely challenging game 
comprises 15 missions, each in a 
different city. All of KITT’s special 
equipment is needed in this challenging 
game just to keep the player-character 
alive. 


x 4 Off Road Racing (Epyx) and Off Road 
(Virgin Mastertronic) for computers and 
Super Off-Road (Tradewest) for NES 
video gamers. 

Actually, Super Off-Road and Off 
Road are actually versions of the same 
game, Leland’s excellent Off Road coin- 


Top: Brederbund’s Stunts. Second row, 
left: California Draams’ Street Rod. Second 
row, right: Data East's Ai Unser Jr. Turbo 
Racing. Third row, left: Electronic Arts’ 
Ferrari Formula One. Third row, right: 
Accolade’s The Muscle Cars. Bottom 
Accolade’s Grand Prix Circuit. 


Off-Reading 
If there’s anything gamers yearn for 
more than the freedom of the road, it’s 
the freedom to get the heck offthe road. 
In fact, off-road racing games have 
boomed in recent years with titles like 4 


op. This game is notable as one of the 
few exterior-view driving games to 
succeed in the contemporary market. It 


uses a perspective similar to that seen in 
the classic NES game R-C Pro-Am 
(scheduled to arrive on the Genesis 
sometime this year as well), but without 
the scrolling. Off Road and Super Sprint, 
an Atari coin-op, both used an angled 
overhead view of a single-screen track to 
produce a totally unique racing contest. 


The Driving Mini-Game 
An increasingly popular category of 
driving game is the driving module, in 
which driving is just one of many game 
elements comprising a larger 
experience. TechnoCop (Epyx) and 
Road Raider (Mindscape), both 
developed for computer by Chris 
Gray’s Gray Matter development group, 
intercut between driving sequences and 
on-foot action. 
In TechnoCop, the player alternates 
between first-person driving sequences 


S and horizontally scrolling side view 


action, while in the more sophisticated 
Road Raider, driving is portrayed in 
top-down perspective while the on-foot 
scenarios are rendered from an angled 
overhead view. 

Domark’s License to Kill (distributed 


by Breaderbund), David Wolf: Secret 


Agent (Dynamix), Operation 
Thunderbolt (Taito) and Mean Streets 
(Access) are computer 
games that include driving 
sequences. Numerous NES 
video games make use of 
= driving scenarios, including 
= Sunsoft’s Spy Hunter, Dick 
= Tracy (Bandai), Mission: 
‘Impossible (Ultra), 
Ghostbusters II (Activision) 
sss: and Back to the Future Il & 
I/II (LJN). TechnoCop 
(Razorsoft) and Bean Ball Benny 
(Nuvision) are now on their way to the 
Sega Genesis. Gangster Town (Sega), for 
the Sega Master System, uses the light 
gun in a driving pursuit-and-shoot-out 
scenario. 


Things to Come 
Driving games show no signs of 
losing popularity anytime soon. In fact, 
the future offers us so many exciting 
possibilities that the genre can only get 
better! & 
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“hed 3 of ae Glove Ball i is te fer tha ee and 
game. After completing Area 2, you'll be transpo 
need fo go up through the ine into Room 11. Once you ‘clear the Ne 
~ Room 11, you'll want to enter Room 12. In Room 12, clear the bottom wall or floor _ 
and enter Room 7. Once again, clearing the bottom wall or floor will allow you to 
continue, this time to Room 3. In Room 3 you'll want to clear the right wall so that 
you can enter Room 2. Room 2 is a p room. By lining up a column of the 
same symbol, you'll be able to enter the back wall moving “ “in” to the wall. This 
will take you to | ‘oom 21 on the next map. = 


_As in the first area, to move up _ 
on the map is to actually move — 
up through the ceiling in the — 
various rooms. To move “in” 
means that you will need to move ~ 
to the back wall, which is the 
wall facing you while you're 
laying. This legend is the same 
= fae all three sections s of the bee 


LEFT WALL ~ 


"W>" means Ve ‘are warpe 
back to that room number. (Wo6 
warps you back to Room 6). 


100 


_ fo concentrate on clearing the left wall so that you can enter Room 16. In Rooms 


2 cle 
in Room 30 to enter Room 31. In Room 31 you'll 
_ you can enter Room 26. Complete the puzzle room, 


Roa 21 is the starting room for this section of Are ‘By clearir g the bottom or 
floor of Room 21, you'll get the chance to enter Room 17. In Room 17 you'll want 


16, 20 and 24, your main concern will be to clear the ceiling so that you can 
Sten ally reach. Room 29. Once in Room 29, 
g the right wall) so that you can enter Room 0 


on the next map. 
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This last section of Area 3 is relatively short—but that doesn’t mean it’s easy. In 
Rooms 39 and 35 you'll come across a new enemy that likes to shoot fireballs at 
you, and in Room 34 you'll also have to deal with a vicious fuzz monster. One 
touch from him can cause you to lose a life. 

From the starting room (Room 43), you need to clear the floor so that you can enter 
Room 38. Once again clear the floor so that you can now enter Room 35; in Room 
35 you'll need to clear the left wall so that you can enter Room 34. The last room, 
Room 33, can be entered by clearing the left wall of Room 34. After defeating the 
Lion in Room 33 {which we'll leave up to you), you'll need to make a column of like 


Zz 


symbols and move “in” to see the exciting conclusion of this fine game. 


START THIS PHASE IN ROOM 21-GOAL IS ROOM 26 


— 


END SCENE END BOSS LION 
¥ 


? 
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BY 
BILL 
KUNKEL 


ound has always been a vital, if 
overlooked, component of 
electronic gaming. In the early ’70s, 
the humble beeps and boops 


| produced by the parade of Pong-type contests 


| were almost as crucial to the success of 
| ball-and-paddle games as the balls and 
| paddles. What would Space Invaders have 
| been, after all, without the relentless 
| thump-thump-thump of alien pseudopods 
| as they advanced down the screen? And 
/ can you even imagine Pac-Man without 
| the famous theme music or the legendary 
| “wocka-wocka-wocka” sound effects? _ 


coming of the Amiga, with its vaunted 
| sound and speech-generating capabilities. 


In the ensuing years we've seen the 


Video-game systems like the Sega Genesis 
have arrived complete with stereo sound, 


| while the TurboGrafx-16 has its own CD 
| drive, capable of generating state-of-the-art 
| digital audio. 


Sound has been slower in coming to the 
IBM PC computers, however. But with the 


| continued success of the PC and its massive 
| entry into the entertainment side of the 


business, sound eventually assumed a priority 
position. The internal PC speaker, after all, is a 
pathetic thing, barely fit to generate an 


/ occasional, artificial-sounding beep or boop. 
| Within the past 18 months, sound boards 


have swept through the PC universe like 
Genghis Khan taking China. 
Computerists are no different from the 


| movie fans who fell in love with talkies after 


years of devotion to silent films, or the 
longtime radio fans who suddenly converted 
to television. We human beings experience life 
through our senses, and the more senses an 
object engages, the more fully we can sample 


Walt Disney Software has joined 
the sound-board fray with its 
newly released Sound Source. 


it. Suddenly, PC gamers who never thought 
much about audio before found themselves 
vaguely unsatisfied with games that offered 
nothing more than the feeble bleating of the 
on-board speaker. 


Budget Beeps and Boops 

Enhanced sound does not come cheaply in 
the PC universe. Any sound board worth 
buying is going to cost from just over $100 to 
nearly $600, and that price often does not 
include the cost of speakers. 


AS > : al 
Y Lees 1. 


widespread support. 


SOUND BOARDS BRING PC GAMES TO LIFE 


Innovation offered a $69 sound board a 
couple of years ago—the SS12001—based 
around the Commodore HMOS 6581 or SID 
(sound interface generator) chip, but it has 
generated virtually no support from the 
software-publishing community. 

The Covox Sound Master lists for 
under $120, but also suffers from a 
paucity of software support. The Sound 
Master is a half-sized card based 
around a three-voice sound chip, the 
AY8930. The Sound Master also 
includes an 8-bit DMA (Direct Memory 
Access) digitizer, stereo amplifier, two 
2.25" speakers and a pair of digital 
joystick ports. (Unfortunately, digital 
joysticks are the type of sticks used 
with Atari and Commodore game and 
computer systems, but they are virtually 
nonexistent in the PC universe.) 

The Covox system basically reroutes the 
sounds that were previously emitted from the 
internal speaker of the PC, amplifies them 
and sends them on through its speakers. To 
this extent, the Sound Master supports a// PC 
software, but amplified, stereophonic beeps 
and boops are probably not what most users 
have in mind when they think about 
enhancing the audio capabilities of their 
computers. A small percentage of PC 
software is specially programmed to exploit 
the Sound Master, however, and Maxis’ 
SimCity provides a good example of what 
this system could do if it had more 


All across the cosmos, top 
gamers like yourself have . 
been flippin’ out over Metal- 
Storm's “Gravity Flip” feature. 
Together with such never- 
before-seen game features as 
dual scrolling and “breathing” 
enemies, ‘Gravity Flip” will 
leave you wondering just 
which way is up. 
_ So arm yourself to the teeth 
with state-of-the-art power-ups: 
Bullet deflecting 
“Shield Force” 
= LaserGun energizing 
“Power Beam” 
Metamorphising 
“Gravity Fireball ” 


Get ready for the new Irem 
America game that’s catchir 
the NES™ world by storm. 3 
MetalStorm. ie 
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Redmond, WA 98052 


~ FAX: (206) 883-8038 
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The Ad Lib Story 

The most popular of the existing sound 
boards is the Ad Lib, a low-to-medium priced 
card (under $150) with an 11-voice FM 
synthesizer. A “voice” refers to the number of 
instruments or sound effects the system can 
produce; of the Ad Lib’s 11 voices, six are 
melodic and five are percussive. Sounds are 
generated using a clever mix of FM synthesis 
and white-noise generation. The Ad Lib card is 
not a stereo system, but its audio output jack, 
located on the back, easily hooks up to a pair of 
car-type speakers. A volume knob is also 
located on the back of the card for easy access. 

The basic package includes Ad Lib Juke 
Box, a playback program containing 16 songs, 
and interfaces with an entire line of related 
products such as Visual Composer, a music 
composition program; /nstrument Maker, and 
several music-playback products. 

The Ad Lib card produces sound of superior 
quality to the internal speaker of the PC, but its 
strength is the incredible support it has among 
software publishers. Virtually every major 
publisher, from Access to Walt Disney, 
supports the Ad Lib 
card, which has 
become the current 
industry standard. 


Blast Off! 

Creative Labs 
has been turning out 
sound cards for PCs 
for several years 
now. First, there was 
the Game Blaster, a 
12-voice adapter 
card capable of 
producing sounds 
from a preset library 
of 32 instruments. 
The Game Blaster 
was originally part of 
Creative Labs’ CMS 
(Creative Music System) package, which 
included the sound card and a five-disk 
software system called the /ntelligent Organ. 

The Game Blaster drew immediate 
approval from the software sector, attracting 
support from companies like Cinemaware, 
Lucasfilm, Origin and Sierra. Sierra, in fact, 
actually packed Game Blaster cards with some 
copies of Si/pheed as part of a special co- 
promotion during the 1989 Christmas season. 
Spurred on by this success, Creative Labs 
turned its attentions toward the production of 
an even more impressive sound board, 
initially designated the Killer Kard. 


Many developers support Ad Lib’s 
board, the most popular fo date. 


The Killer Kard was eventually released as 
the Sound Blaster, but it was a Killer 
nonetheless. The Sound Blaster is actually an 
Ad Lib card plus, containing not only an Ad 
Lib-compatible 11-voice FM music synthesizer 
but also extensive speech synthesis and 
editing capabilities, a built-in MIDI interface, 
analog joystick port (the right kind for PC 
sticks) and a four-watts-per-channel amplifier. 
The Ad Lib compatibility gives Sound Blaster 
owners access to a ton of software, though a 
smaller number of companies provide true 
Sound Blaster support, taking advantage of 
the card’s additional capabilities. 

The Sound Blaster has a DAC, a digitized 
voice channel containing real-world sound 
samples. Recording or sampling is a 
straightforward process; the user plugs in the 
audio signal—a microphone or some 
prerecorded music source—then views and 
manipulates the data via the Voice Kit software. 
Music can be saved to disk and replayed on 
command. Creative Labs’ proprietary voice 
compression software and decompression 
hardware minimizes storage space. A special 
DMA chip allows the 
PC to run music, 
speech or sound 
effects without putting 
a drag on the other 
processing functions. 

The analog joystick 
port was an inspired 
idea. Since the number 
of card slots any PC 
can run is obviously 
limited, this type of 
add-on will be 
welcomed by the vast 
majority of users. The 
MIDI interface is less 
cut-and-dried. First, a 
special MIDI box must 
be purchased from 
Creative Labs that 
plugs into the Sound Blaster’s joystick port 
(the MIDI box has a joystick port of its own). 
Second, it is not compatible with any other 
MIDI format, including Roland’s. This is a 
major limitation; obviously, once the user 
begins dealing with Sound Blaster MIDI, he or 
she is going to be stuck there. 

All these extra goodies cost money. The 
Sound Blaster retails for $239, and the MIDI 
Box is another $49.95. On the other hand, a 
Sound Blaster purchaser is getting an Ad Lib 
card, a Game Blaster card, a DAC, a joystick 
port and a MIDI interface. All in all, that’s a 


pretty good deal. 


VG&CE RATES SOUND BOARDS 


FOR INSTALLATION EASE 
Ratings are as follows: easy (no 
problem to install); moderate (means 
things could be difficult, under certain 
conditions); and hard (the user is likely 
to have some difficulty). The best game 
refers to the game that takes best 


advantage of that particular board. 


THE SOUND MASTER 
This can be difficult to install if your 
existing PC speaker wire isn’t easily 
traceable back to the motherboard, since 
a wire attached to the Covox board must 
be plugged into the internal speaker 
connector of the PC. This enables the 
primitive sounds to be through 
the amplifier and speakers of the 
system. The board itself is easy to insert. 
Best Game: SimCity (Maxis) 
Rating: Moderate 


Covox, Inc. 
675 Conger St. 
Eugene, OR 97402 
(503) 342-1271 


THE AD LIB MUSIC 
SYNTHESIZER 
The rest of the PC universe should be 
this easy to deal with! Just remove the 
PC’s casing and snap in the Ad Lib card. 
Best Games: Wi (Brederbund), 
Loom (Lucasfilm), Conquests of Camelot 
(Sierra) 
Rating: Easy 
Ad Lib, Inc. 
50 Staniford St., Suite 800 
Boston, MA 02114 
(800) 463-2686 


THE SOUND BLASTER 
You never quite know how the 
installation will go with the Sound 
Blaster. It'll go smooth as silk so long as 
the default settings work with your PC. It 
is not uncommon, however, to have to 
install additional sound drivers. If the 
1/O address or interrupt-request line 
jumpers have to be changed, the 
installation time can be easily ; 
Best Games: Wing Commander (Origin), 
Prince of Persia (Brederbund); Space 
Quest Ill (Sierra) 
Rating: Hard 
Creative Labs, Inc. 
131 South Maple Ave., #6 
South San Francisco, CA 94080 
(415) 742-6109 


THE SOUND SOURCE 

This is unquestionably the easiest-to- 
install sound system of the bunch. The 
Sound Source is a self-contained unit, 
including speaker and volume control, 
that runs off a single nine-volt battery. 
The unit plugs directly into the PC’s 
parallel printer port; the printer, in turn, 
can be plugged directly into the back of 
the Soun sonra ver so printer 
capability is maintained. 

Best Games: Mickey’s Colors & 
Shapes (Disney), Mickey’s ABC’s (Disney) 
Rating: Easy 
Disney Software 


continued on page 106 
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You'll Love 


/\. These Smash Hits! Fein 


\ Two of Irem’s most popular 


33 arcade hits are now avail- IREM AMERICA CORP® 
NU able for Game Boy. With lrem America Corporation 


the same eye-popping _ 8335 154th Avenue NE. 
visual punch and exciting Redmond, WA 98052 
os action you've come FAX: (206) 883-8038 


to expect from Irem. 
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The one thing about PC sound systems 


that everyone agrees on is which company 
makes the best product. That company is 
Roland, a longtime leader in the sound- 
simulation business. Roland’s original entry 
into the PC sound sweepstakes was the fabled 
MT-32, featuring eight individual synthesizers, 
percussion sound module, 128 preset sounds 
and MIDI compatibility. 

Today, Roland’s LAPC-1 is the system of 
choice for discriminating (not to mention 
financially secure) PC gamers. The LAPC-1 
brings the same digital quality sounds to the 
PC as the MT-32, but instead of the MT-32’s 
bulky three-piece set-up (card, case and 
power supply), the LAPC-1 consists of a 
single, easy-to-install full-sized card. The back 
of the card features a pair of audio-output 
jacks, a (fully compatible) MIDI interface 
connector and a headphone jack. The LAPC-1 
lists for $595, the same price as the MT-32. 

As good as the sound produced by cards 
like the Ad Lib and Sound Blaster are, the 
Roland systems blow them away. The CD- 
quality sound capabilities of the Roland 
boards have not been exploited by as many 
publishers as support the Ad Lib or Sound 
Blaster, but most of the top titles use Roland. 
Sierra has been an especially strong supporter 
of the Roland systems for several years now, 
creating lavish, movie-type soundtracks for its 
adventures that must be heard to be believed. 


Most of the complaints one hears on the 
subject of sound boards would be more 
properly laid at the feet of software publishers, 
rather than the sound-card makers 
themselves. The most commonly mentioned 
gripe concerns the tendency of publishers to 
port over soundtracks rather than individually 
develop audio to take advantage of each card’s 
strengths and downplay weaknesses. 

Seth Mendelsohn of Virgin Mastertronic 
speaks for PC gamers everywhere when he 
says, “If you’re writing a game for a specific 
sound board—and we’re guilty of this, too— 
you should write the game for that board and 
not just port it over.” There’s nothing worse 
than thinking you’re getting Ad Lib sound, for 
example, when what you're actually getting is 
IBM sound through an Ad Lib. 

The same thing is true of the Sound 
Blaster, which can do a lot more than the Ad 
Lib because it has more voices and speech 
capabilities. But so many of the games that 
claim to “support” the Sound Blaster are 


a. 


ee” 


actually just running Ad Lib sounds through 
the Sound Blaster. 

Publishers have also demonstrated an 
alarming tendency to become over-dependent 
on presets—sounds already programmed into 
the cards. Sure, the Roland has lots of presets 
(128 of them), but it can do a lot more than 
that if the developer is willing to take a little 
time to modify them. 

Then, of course, there are the PC 
publishers that don’t support all the major 
sound cards—not to mention those that 
support no cards at all. The marketplace is 
quickly solving the latter problem, of course, 
by failing to support publishers that don’t 
support sound boards. Ad Lib support has 
evolved into a sort of minimum industry 
standard, and by Christmas ’91, it’s hard to 
imagine that any major release will not offer 
some sound-card compatibility. 


The Covex Sound Master is a sound 
board for these on a budget. 


The newest player in the PC sound 
sweepstakes is none other than Walt Disney’s 
Computer Software division offering The 
Sound Source, a battery-operated speaker- 
amplifier that uses technology created by 
computer-sound veterans Electronic Speech 
Systems of Hayward, California. 

The Sound Source plugs directly into the 
PC’s parallel printer port (the printer, in turn, 
plugs into the rear of that plug) and runs off a 
single nine-volt battery. The unit is a sleek- 
looking, angular gray case with a single 
phone-type input and a volume knob. The 
sound quality is mixed and occasionally 
muddy, but with only three games currently 
available that make use of this technology, it’s 
too early to make any judgements. 

Obviously, the primary drawback of this 
system is the almost complete lack of 
software support. At press time, Disney had 
released only three Sound Source-compatible 
programs, all educational software aimed at 
preschoolers. Unlike the Covox Sound Master, 
The Sound Source does not even amplify 
sound from the PC’s internal speaker. 

The Sound Source retails for a suggested 


$34.95 retail price, and a special $6.95 
adapter is required for Tandy computers. 
Users must send away for the Tandy Adapter 
after purchasing The Sound Source. 

Another PC sound system that has drawn 
intense interest and speculation is M-Sound, 
which comes from a Canadian manufacturer. 
M-Sound aroused quite a bit of interest among 
software publishers because the system 
promised on-board RAM, which would relieve 
the PC of the strain of having to handle a 
sound card in addition to the game itself. 
Penetrating the cloud of secrecy around this 
project, however, proved a daunting challenge. 
As of press time, we could not obtain a 
response from M-Sound, and when asked 
about the system, more than one software 
spokesperson muttered the terrifying word: 
“Vaporware.” Whether M-Sound will turn out 
to be substance or smoke remains to be seen. 

The industry is also alive with rumors of 
new cards from existing sources. Several 
publishers noted that Ad Lib has a new “gold” 
card on the way with greatly enhanced sound 
simulation capabilities at a similarly enhanced 
price. It is also speculated that Roland may 
upset everyone else’s applecarts by offering a 
near-LAPC-1 quality card in the same under- 
$300 price range as Ad Lib’s new card. Even 
IBM may be joining the sound-card revolution 
with a board for its PS/1 system. 

And what about CD? If CD drives become 
commonplace on PCs over the next few years, 
won't they prevent the need for expensive 
sound boards? Probably not, as it remains 
difficult for CD software to use their audio 
capabilities to produce much more than 
elaborate background music that does not 
interact with the on-screen action. So, while 
CD may someday render sound boards 
obsolete, for the present and forseeable 
future, the cards are holding a winning hand. we 
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CHAMPIONSHIP BOWLING 


SESAME STREET 123 24.00 
36.95 | GOTCHA SAM A [14.00 | 29.95 18.00 | 39.95 [SKULL & CROSS BONES | 22.00 | 
[36.95 [GRADIUS 32.95 [METROID | 4.00 | 16.96 | 39.95 [TOMMY LASORDA BASEBALL| 16.00 | 


CHAMPIONSHIP SERIES | GRAND PRIX 70.00 | 14.95 [MICHAEL ANDRETITS GP 39.95 36.95 | THUNDER FORCE II 9.00 
[CHESSMASTER 700 | 3695 [GUARDIAN LEGEND 6.00 | 23.95 | MICKEY MOUSE e 37.95 [TARGET EARTH 18.00 
[CHESIERFIELD T GUERILLA WAR 5.00 | 18.85 [MIGHTY BOMS JACK Zz 28.95 [TECHNO COP 22.00 
CHELER &00 | 1695 [Gum SHOE 5.00 | 15.95 [MIKE TYSON'S PUNCHOUT 00 THUNDER FORCE iil 24.00 
CHIP AND DALE tea | GUN SMOKE 5.00 | 14.95 |MILLIPEDE Zz x TRUXION, 14.00 
CHUBBY CHERUS 18.00 | 3295 | GYROMITE WITH ROBOT 5.00 | 14.95 |MILON'S SECRET CASTLE a E P Q TRAMPOLINE TERROR 

CIRCUS CAPER “[v400 | 5285 [Gyauss 7.00 | 22.95 [MISSION COBRA . ALLOW VERMILLION. 

CITY CONNECTION T s00 [1895 [HARD DRIVIN 25.00 MISSION IMPOSSIBLE x WORLD CHAMPIONSHIP SOCCE! 

CLASH AT DEMONHEADS 4 B00 | 2495 | HEAVY BARREL 18.00 MONSTER PARTY 

CLASSIC CONCENTRATION | 12.00 | 29.95 [HEAVY SHREDDIN | 18.00 | 36.95 [MONSTER TRUCK RALLY 

LU CLU LAND 400 | 17.95 [HOGAN'S ALLEY WITH GUN MOTO City PATROL J‘ 

COBRA COMMAND 35.95 | HOLLYWOOD SQUARES [31.95 [MS PACMAN [SIVER SURFER 

COBRA TRIANGLE G00 | 1595 [HOOPS } MULE SKATE OR DIE 

CODE NAME: VIPER 3200 | 2796 | HUNT FOR RED OCTOSER | MUPPET ADVENTURE SKA D 

COMIC CAPER | 00 HYDUDE 3.00 | 36.95 [MUSCLE 18.95 [SKULL AND CROSSBONES 

COM ANDO 300 | 1285 [ICE CUMEER [_s.00 | 15.95 [MYSTERY QUEST 2495 |SkY SHARK 12.95 [WRATH OF BLACK MANTA | 800 


an d Much Much More! + Price may vary without notice. + Video Gameland reserves the right to turn down any order. 
also IMPORTED GAME CASSETTES from JAPAN!! 


roorpern CALL gets NOW! (213) 792-1190 


onbEN FORM 


TERMS AND CONDITIONS ORDER FORM 
Prices may vary without notice. Video Gameland reserves the right to turn down any order. All orders of more than 20 | VIDEO GAME wae a 
or more titles and/or more than one of any title must call beforehand to verify. Check or Money Order only, no Credit ayaa aide 2 BoA — BLVD i 
Cards or C.0.D. For missing box or instructions we deduct $1 each. To buy box or instructions add $1 each. Shipping | ON ; 


and Handling charges are: for up to three games $3.50, for each additional game add $1, for systems $8.50, plus $1 | PLEASE CHECK ONE: © IWANTTOBUY © | WANTTO SELL 
for each game. All orders shipped within 48 hours of receiving your order. All returned or defective orders will be NAME Please Print AGE 
charged the same shipping and handling rates. Video Gameland guarantees all merchandise for seven days after | 

arrival. If ordering with personal check, print state driver's license number on check. Make check or money order | ADDRESS 

payable to: Video Gameland, 1000 Torrance Bivd., Suite D, Redondo Beach, CA 90277. Video Gameland is not city STATE ZIP 
endorsed by manufacturers contained in this ad. Not responsible for misprints. All items subject to availability. Video 

Gameland is open 7 days from 10 a.m. to 8 p.m. PST. Call first for current prices. (213) 792-1190. PHONE ( ) SIGNATURE 
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ew technology is the lifeblood 
of home electronic 
entertainment. The industry 


press hails each new advance, 
whether it be big-screen television or 
hand-held cartridge game consoles 
like the Game Boy and Lynx. Each 
breakthrough rises above the horizon, 
superseding all previous 
accomplishments. 

Business writers adore new 
technology. It produces lots of upbeat, 
salable stories. Their enthusiasm is 
understandable, though it is often out 
of proportion to the actual new 
development. 

It's also true that writers don’t like 
to slaughter a boldly innovative 
product, even if they privately don’t 
give it much chance of success. For 
one thing, bad publicity can become a 
self-fulfilling prophecy. No journalist 
wants a manufacturer's blame for its 
latest flop. Most reporters consider it 
safer to write a scathing obituary for a 
failed “great advance” than debunk it 
beforehand. 

The video- and computer-game 
field is no exception. Interchangeable 
game cartridges, 16-bit processors, 
3.5° high-capacity disk drives, 
multimegabyte internal memory, VGA 
graphics and stereo game sound are a 
few of the developments that have 
sent game analysts wild with joy at 
various times during the last decade. 
(Among the items announced with 
nearly as much hype that never made 
a dent include Le Stick, the Odyssey’, 
the Coleco Adam Computer and U- 
FORCE.) 

Make no mistake about it, quite a 
few of these ground-breaking 
developments were worth all the 
printed hyperbole and more. Each of 
these giant steps materially improved 
the quality of electronic gaming. 
Successive major innovations have 
made possible today’s better-than- 
ever computer disks and video-game 
cartridges. 

Still, it's possible to over-praise 
even something of genuine 
importance. The media’s adulation 
for each newly unveiled piece of 
technology is the classic story of a 
romantic courtship. They fall in love 


CD: GOOD, NOT 
PERFECT 


by Arnie Katz 


Writer, editor, lecturer, and game 
designer Arnie Katz knows the 
field from every perspective. Each 
month, his column takes readers 
inside the world of video and 
computer games. This month Arnie 
revisits CD technology and 
uncovers some major drawbacks. 


with the new development at first 
sight and rush into print with 
rhapsodic praise. During 


ae 


this stage, there are no blemishes or 
imperfections. The new gearis 


without flaw or failing, makes 
everything else on the market 
obsolete and is bound to raise the 
curtain on a new golden age. It’s a 
tricky trap for the critic/analyst, and 
there is not one of our group, myself 
included, who has not gone overboard 
at least once. 

Reality comes within six months to 
a year. That's when the industry 
determines the real value of the 
breakthrough. Critics, some a little 
embarrassed about the way they 
gushed over the innovation at first, 
then pounce on every imperfection 
and limitation. They tear into the once- 
beloved new technology like jilted 
suitors. When the ideal disappoints 
them, they take revenge on the 
actuality. 

Previous installments of Inside 
Gaming have heralded the approach 
of the “next big thing,” CD-based 
electronic games. The TurboGrafx-16 
already has an optional CD drive, as 
do IBM PC and Macintosh computers. 
The FM Towns computer, which may 
finally come to the U.S. from Japan 
this winter, also includes a CD-ROM 
drive. 

Commodore has already 
distributed a few thousand units of its 
CDTV system, which incorporates a 
CD drive. Sega and Nintendo both 
have CD peripherals under 
development in Japan, Tandy is 
marketing a CD-equipped computer 
and Philips is the most visible of 
several companies working on an 
interactive CD (CD-I) console for the 
home. A CD-ROM peripheral may be a 
little expensive for the average gamer 
today, but prices are sliding. Within 
two years, a CD-ROM player could 
well cost less than $200. 

Some software companies, 

development houses and design 

studios have projected all this 
hardware into a big potential 
: ier tot ilgili co! 


drives are supposed to take off and 
become the “home-entertainment 
phenomenon of the ‘90s.” 

As a player, journalist and game 
designer, | am excited by the potential 
of compact disc gameware. A single 
CD dwarfs the storage capacity of any 
conventional floppy, and the quality of 
sound and graphics is unbelievable. 
Realistic speech and complex 
animation could revolutionize some 
genres, such as adventures, by 
making the user interface much more 
transparent than has been possible 
with previous technology. 

These possibilities have all been 
realized, I’m pleased to report. That’s 
not the whole story, though. Now that 
designers and programmers have 
wrestled with this strange new 
medium a while, the limitations of 
existing CD systems have become so 
painfully obvious that a few of the 
bolder members of the Fourth Estate 
(the press) are moving on to the Next 
Big Thing—CD-! (Compact Disc— 
Interactive). 

Access time is the CD’s most 
frequently mentioned limitation. Most 
CD systems just don’t access graphics 
rapidly enough to support fast-action 
games with full-motion video. There'll 
be plenty of anthologies of 
conventional computer games on CD, 
such as the fine collection already 
introduced by Access Software, but 
don’t expect a lot of first person- 
perspective digitized video with full 
animation. 

Many CD games will sport movie- 
quality introductions and “cut 
scenes,” but the graphics will be a 
good deal simpler once the interactive 
action gets underway. NEC's 
adventure for use with the 
TurboGrafx-CD player, Y’s Books | and 
Il, looks like a movie—until 
interactivity begins. It’s fairly standard 
adventuring from that point. 

Existing CD drives can’t retrieve 
information fast enough to 
accommodate something like a flight 
simulator with digitized video scenery. 
The display wouldn’t run fast 
enough—or wouldn't be flexible 
enough—to suit those who won their 
wings on the top computer- and 
eo-game pilot programs. 
Eventually, this may happen but not 
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with current equipment. 

Systems with relatively little 
internal RAM, which includes most 
video-game consoles, suffer more. A 
computer with one to five megabytes 
of internal RAM can minimize some 
access time hold-ups by loading 


sections of the game into the 
machine’s internal memory, pausing 
to reload only when the gamer does 
something that requires data from 
another part of the CD. 

Slow access also will curb the use 
of animated digitized video of 
humans. It doesn’t look right on the 
low-end units, and since most 
publishers plan to market each of their 
CD titles across all systems, this will 
discourage the use of animated video 
images of people. Sierra is among the 
companies that have tried “live 
actors” and cinematic production sets. 
Announced development plans, 
however, favor the use of animated 
illustration. 

Another factor that works against 
games with extensive digitized video 
is memory capacity. If there are a lot 
of branches, as in a real-time action 
contest, the CD runs out of space 
quickly. This is especially true of some 
of the systems that lack a lot of 
internal memory. The smaller the 


internal RAM, the more frequently the — 


system must consult the disc for 
information, and that kills. continuous 
fast movement. — Zz 


cD sound i is one e of t the biggest = = 


selling points, so every game boasts a 
complete music score, and most have 
extensive sound effects and digital 
speech. The characters in Mixed-Up 
Mother Goose (Sierra On-Line) speak 
any of several languages, lip syncing 
perfectly with the on-screen visuals. 

Since publishers know consumers 
expect thrilling sound in CD games, it 
has a high priority in product 
development. Fortunately, it is easy to 
program and doesn't fill a lot of space 
on the disc. 

Graphics are another story. The 
programming time and memory 
requirements for the eye-popping CD 
images seems to have become the 
most significant factor in CD game 
development. The first wave of CD 
titles, crafted in Japan, have only 
rudimentary action and strategy, 
because the audiovisual effects don’t 
leave much room. Better hardware 
will ultimately help remedy this 
problem, but today it’s a large factor. 

Does that mean CD will be a bust? | 
don’t think so. It won't be long before 
ever-creative programmers have 
learned the new medium’s technical 
tricks, and another generation of 
hardware will eventually eliminate 
some, if not all, of the current 
disadvantages of CD. 

CD will also be great for data- 
intensive products, such as electronic 
board games, military simulations, 
statistical sports simulations and 
“activity toys.” These categories will 
flourish as never before, because they 
capitalize on the strengths of the new 
medium. 

Games built on real-time 
interaction won't benefit nearly as 
much from CD, but publishers won't 
abandon these time-tested favorites. 
Their popularity guarantees a good 
supply of shooters, simulators and 
arcade-style sports. 

CD is poised to revolutionize 
electronic gaming by the middle of the 
1990s. We're going to get some terrific 
new entertainments, but there’s still 
going to be lots of room for further 
improvement. 

| promise to put the crystal ball 
away next month when Inside Gaming 


takes a look at one of the most 


import ind controversial trends in 
game content: Games for adults. 


f you're really clever, just by reading 

the title of this column you might 

glean some idea of what games I'm 

covering this month—or maybe not. 
As promised, here are three Game Boy 
and one Lynx game reviews. 


Hyper Lode Runner 


Bandai for the Game Boy 


Lode Runner, the Coyote’s after 
you...Whoops! That’s not right! But every 
time I hear Lode Runner, the Road Runner 
cartoon theme song runs through my 
head. An understandable mistake, given 
the similar nature of the titles. Anyway, 
even though you won’t find Wile E. Coyote 
in this game, there is a small parallel to 
the Road Runner cartoons—namely that 
you, as the “Lode Runner,” must run 
around and avoid falling into the clutches 
of your enemies. 

Hyper Lode Runner is an updated adap- 
tation of the classic Broderbund computer 
game, Lode Runner. Your task in both is 
the same: Collect all of the gold (the 
“Lode” in question) on each level in order 
to exit to the next while simultaneously 
avoiding the pursuing goons who pro- 
tect—and sometimes carry—the gold. 

Your Lode Runner has no real weapon, 
just a special tunneling laser that can be 
used to make holes in the brick floors and 
walls through which you can move or trap 
enemies. But watch out! These bricks 
appear to be organic, and after a certain 
amount of time, they seal up. If an enemy 
is in a hole when it closes, he's eliminated 
(but quickly replaced). If you are in the 
hole when it closes 
up...well, you remember 
that crash diet you were 
going to start? You won't 
need it now. 

Each level is both an 
arcade-type contest and a 
sort of puzzle. You have to 
try to distract or trap your 
enemies so they're out of 
your way, and at the same 
time try to reason just 
how to get at that one pile 
of gold that seems impos- 
sible to reach. When 
you've collected all the gold on the current 
level, an exit ladder appears, allowing you 
to go on to the next level. If you’ve col- 
lected all the gold you can see but no exit 
appears, chances are one of your enemies 
is carrying the last lode. In such a case 
you'll have to risk life and limb to lure the 
enemies into holes so that the one(s) car- 
tying the gold will drop it, and you can 
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Bandai’s Hyper Lode Runner is an 
updated adaptation of Brederbund’s 
computer classic Lode Runner. 
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complete the level. 

If you've played 
Lode Runner before, 
you'll be instantly 
familiar with Hyper 
Lode Runner. The key 
difference lies with the 
Game Boy version's 
graphics, which are 
much more detailed 
than the “stick fig- 
ures” on the classic 
computer game. The 
bad news is that with 
these new graphics, since everything is 
bigger and more detailed, you can’t see 
the entire level at once, and it’s therefore 
difficult to coordinate your moves relative 
to your enemies. 

One notable feature, common to all ver- 
sions of this venerable game, is that it 
includes a playfield builder that allows you 
to create your own levels. On the com- 


puter versions this added a lot of life to the 
game. Players could keep coming up with 
new levels and thus render the game 
“endless.” The Game Boy version has this 
feature, but it’s limited because the car- 
tridge can store only eight player-made 
levels, and when you turn the Game Boy 
off—poof!—all your levels go to electron 
heaven, and you have to create new ones 
next time you play. A battery backup for 
storing user levels would have been 
greatly appreciated. 

I like Hyper Lode Runner. But once, just 
once, I wish I could turn that tunneling 
laser away from those bricks and onto my 
enemies and cry, “Take that!” 


Heiankyo Alien 
Meldac for the Game Boy 


Something about this game’s premise 
teally smacks of an old folk tale. You know, 
the old nonDisney folk tales that were full 
of really bizarre concepts and downright 
twisted imagery. How many of you remem- 
ber that, despite what cartoons show us, 
in the traditional version of Little Red Rid- 
ing Hood the wolf actually ate Red, and 
the Woodsman had to cut the wolf open to 
get her and Grandma out? Not pretty. 

Heiankyo Alien has that same weird 
“folk” flavor to it. Here’s the story: 1,000 
years ago, back in the Heian Age, the city 
of Kyo, Japan, was invaded by human- 
devouring aliens. A kebiishi (knight) was 
entrusted to defend the city, but he had no 
weapons. So, with only a shovel to aid him, 
he moved through the city, avoiding aliens 
while digging trap holes in the roads. 
When an alien fell into the hole, the kebi- 
ishi had to quickly bury it before it could 
claw its way back out. He saved Kyo by lit- 
erally burying the aliens alive! 

In Heiankyo Alien you play the part of 
the kebiishi, running around the streets of 
Kyo, digging holes and burying aliens. The 
joypad moves your kebiishi through the 
streets. Press the “A” button a few times 
to dig a hole. When an alien falls into a 
hole, or you decide you don't need that 
hole—or it’s in your way—pressing the “B” 
button a few time fills it in. When an alien 
falls in, start shoveling! The aliens can and 
will climb out if you don't start burying 
them right away. 

Unfinished holes have the effect of 
momentarily slowing down aliens that 
step in them, but the thrashing of the alien 
escaping such holes fills them. 

The game pack contains two versions 
of the game; the “old” and “new” ver- 
sions. Of these, the old game looks like 
something out of the prehistoric days of 

continued on page 132 
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You can do all this and more in the World of — Also, this instantaneous link will let VG&CE post 


Video Games, the new connection on the news flashes that can be read right away. 
DELPHI online network. We'll cover all the hot game machines! 
lf you have a computer equipped with a ¢ Nintendo 
modem, you can join in on the fun and ¢ Sega 
excitement that the World of Video Games e NEC 
offers. This SIG (special interest group) is e Atari 
devoted to you, the hard-core gamer, and will and any others, as they're introduced. And 
allow you to leave messages and have you'll know about them right away through the. 
conversations with other players like you. World of Video Games! 
Join DELPHI now for only $9.95, and we'll include your first hour online. Additional time will = 


be billed at only $6 per hour during home time (evenings and weekends). Or get 20 hours for 
$20 with DELPHI’s new 20/20 Advantage Plan. Details available online. 
To sign up, follow these simple instructions: 


1. With your computer and modem, dial (800) 365-4636. Be e@ 
2. At the “Username” prompt, type “JOINDELPHI” and hit RETURN. 
3. At the “Password” prompt, type “VIDEOGAMES” and hit RETURN. > 
(If you have any questions, call DELPHI at (800) 544-4008.) 
Once you are on DELPHI, type ENT WORLD from the main menu to get to the World of 
Video Games! You can leave electronic-mail messages for us at our own ID, VIDGAMES. 
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OFFER EXPIRES MAY 28, 1991 


Germany Turns East 
STRATEGIC SIMULATIONS INC. 
Versions: Amiga ($59.95), 
IBM PC ($59.95) 
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Long-term war-game aficionados 
fondly remember Gary Grigsby’s last 
foray to the Eastern steppes, War in 
Russia. Second Front: Germany Turns 
East, a direct descendent of that classic, 
has been upgraded to take advantage of 
PC technology. Like its predecessor, 
Second Front places logistics and re- 
source management at the heart of the 
game. Players must consider a myriad 
of factors from factory production to in- 
dividual unit readiness and fatigue. 
However, the model allows ruthless 
commanders to demand and get more 
from their troops than could reasonably 
be expected in actual combat. 

The game offers four scenarios: Cam- 
paign 1941, Campaign 1942, Moscow 
and Stalingrad. The natural inclination 
is to start with the 1941 scenario and 
compare one’s efforts with the historical 
outcome. This is viable, 
but capable orchestra- & 
tors of the German F 
Blitzkrieg tactics will 
find the war over in 
early 1942. This is the 
time when the first 
units of Allied equip- 
ment showed up via 
the Murmansk convoy F 
runs. Consequently, [@ 
many of the problems 
faced by the Wermacht 
later in the war, includ- 
ing the need to balance | 
forces between the East § 
and the West, never come into play. 

Six separate campaigns, with the 
player commanding the Axis, ended in 
complete victory no later than March of 
1942. Historically, this would have virtu- 
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ally ensured a much longer war and 
possibly a negotiated peace with Hitler. 
Fortunately, the other scenarios were in- 
cluded to allow players some new chal- 
lenges, or the game would grow old 
rapidly. 

There is some doubt about the effi- 
ciency of the computer opponent. It 
seems more effective on the defensive 
than the offensive, but one should not, 
regardless of experience, be able to win 
the war in the East on the first try out of 
the box. Part of this involves the 
anomaly mentioned previously. 

As the Wermacht commander, vic- 
tory involves simple tasks. First, estab- 
lish unquestioned air superiority by fly- 
ing every mission 
possible each turn. So- 
viet airframes are 
vastly inferior until 
lend/lease equipment 
starts to appear. 

Second, maintain 
the offensive in all 
} turns except during 
rain or a blizzard, re- 
gardless of your own 
troops’ readiness lev- 
els. Herein lies the arti- 
ficiality: Some units 
start and remain on the 
front line, in contact 
with the enemy throughout the cam- 
paign. Their readiness is less than 20%, 
but they are still capable of shattering 
and capturing Soviet formations of 
lesser combat value. Thus, by pushing 
north toward Moscow and Leningrad, 
as opposed to south toward Stalingrad, 
it is easy to capture those cities and let 
Gorki win the game. 

Once Moscow falls, usually the first 
of the three cities to do so, the Soviets 
have immense problems reinforcing 
and coordinating their forces. Their 
losses mount and the inevitable decline 
of their will to resist follows soon after. 

There are a number of good features 
to the game, despite the aforemen- 
tioned problems. Individual leaders are 
rated in their command skills and act ac- 
cordingly during assaults, reinforcing 
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Launches You Into The 
Ultimate Deepspace Dogfight! 


+ Starships so real you'll duck when they pass! 

+ Intense starfighter action pushes you to the limit! 
- Earth-shattering stereo sound surrounds you with realism! 

+ Dynamic shipboard scenes prepare you for the battle ahead! 

- Your skilled wingman is ready to pull your bacon out of the fire! 

+ Cinematic launch and docking sequences hurl you into the action! 


We create worlds. 


Available in retail stores or call: 1-800-999-4939 for Visa/Mastercard orders. 


For MS-DOS w/ 640K; 256-color-VGA,EGA or Tandy graphics; AdLib & Roland sound; mouse, joystick 
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weaker formations and calling in air 
support as applicable. The EGA graph- 
ics are above the norm for this type of 
game (the title screen is great) and are 
best utilized to convey changes in 
weather. During the winter, snow coats 
the landscape, and the rivers freeze 
over. Blizzards are represented as frozen 
clouds in which visibility is zero. 

The game allows the player to ma- 
nipulate the level of detail for combat 
reports, from individual squad and 
plane casualties to just a summary re- 
port at the end of the turn. One disap- 
pointment was the lack of a compre- 
hensive casualty screen_ that 
summarized the others at the comple- 
tion of a campaign. 

Second Front, although far better 
than it’s predecessor, leaves room for 
improvement. Nonetheless, as a Gary 
Grigsby offering, it is hard for true war 
gamers to pass up. 

—Ed Dille 
Strategic Simulations Inc. 
675 Almanor Ave., Suite 201 
Sunnyvale, CA 94086 
(408) 737-6814 
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IBM PC ($39.95), 
Macintosh ($39.95) 
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Bridge 6.0 provides an inexpensive 
simulation of rubber and duplicate 
bridge that can refine a player's skill and 
ensure they always have a foursome. 
Players should not expect a product that 
tests the limits of their machines. How- 
ever, the program does offer several 
play options that are useful for both 
novice and experienced players. 

This is a true game, as opposed to a 
tutorial program. Bridge 6.0 will not 
teach the basics of bridge. Artworx mar- 
kets another product, CompuBridge, 
that is quite capable of accomplishing 
that task. 

Besides normal play, where hands 
are randomly generated, players may 
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request an opening hand that contains a 
minimum of 13 high-card/distribution 
points. Taking this option one step fur- 
ther, players may specify exactly how 
many points they will receive, up to a 
maximum of 25. (Owners of slower ma- 
chines should eschew requests above 
20, or the random generator may take 
some time to find a proper hand.) 

Players can also design hands from 
scratch. This feature is particularly use- 
ful for exploring bidding and playing 
strategies. It also allows novice players 
to play the same hand repeatedly to 
learn from their mistakes. In addition, 
computer- and player-generated hands 
can be saved to a separate disk. 

Bridge 6.0 uses the Standard Ameri- 
can, five-card major bidding system. 
The program also recognizes the Black- 
wood and Stayman conventions of 

play. Once the cards are dealt, the pro- 
gram automatically sorts in descending 
order and displays the player's hand in 
suits. Bids are entered from the key- 
board, and the program can suggest a 
proper bid or automatically bid for the 
player, if requested. The program can 
also play out the hand automatically, if 
desired. 

During games the screen shows the 

player’s hand at the bottom of the 
screen and the dummy hand face up in 
the proper position. The center of the 
screen serves as the table on which 
cards are played. 

It is always possible to review the last 
trick, but nothing prior to that. Once a 
hand is completed, players may opt to 
display all the cards and replay the hand 
with foreknowledge of the distribution. 
One also may claim or concede the re- 
mainder of the tricks during a hand if 
the situation permits. Scoring is han- 
dled automatically and, when in rubber 
bridge mode, partial scores are ac- 
counted for in the bidding process. 

Bridge 6.0, while not graphically 
pleasing, is technically correct in every 
aspect. This will appeal to purists, but 
there is a corresponding tradeoff. 

Bridge is a simple trump game with 
many complex rules built around it. As 
such, one enjoyable aspect of playing is 
catching others in irregularities and im- 
posing penalties. Also, human Oppo- 
nents tend to bid out on a limb on occa- 
sion, which the computer will never do. 
The problem is, Bridge 6.0 suffers from 
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We know 
people half his age 
with high cholesterol. 


There’s no need to panic. Just be aware: 
High serum cholesterol levels have been found in 
some children as young as age two. Especially 
children with a relative who has suffered a heart 
attack or stroke as a young adult. But, thanks to 
AHA-supported research and educational efforts, 
millions of families have learned that lowering their 
cholesterol levels helps reduce their risk of heart 
disease. To learn what your family can do, write us 
at: 7320 Greenville Ave., Box 11, Dallas, TX 75231. 


American Heart 
Association 


This space provided as a public service. 
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Nintondd) ex 


(Genesis) 


Personal Arcade 


ATARI XE~ 


JOYSTICKS 


ATARI A. 5200” ACCESSORIES 
HAND HELDS 


GAME BOY" HERE ARE JUST A FEW EXAMPLES INTELLIVISION ™ 


ORDER/INFO LINE 


(214) 218-5800 


We can accept VISA and MASTERCARD orders by phone. Money 
orders can be mailed to us for prompt processing. In stock games 
ship within 24 hours. All games are brand new, although our prices 
resemble other’s charges for used games. UPS shipping and 
insurance is 50 cents per ga me Cartridge and $5 per game system. 

Texas residents must pay 7.25% sales tax. A single $3 processing 
charge is assessed per order. Prices subject to change. New 
releases subject to availability. We are a member of the Better 
Business Bureau of Dallas, and have been serving our customers 
since 1986. Compare our service and selection with ALL others. 


SEGA GENESIS 
Game System $179.95 
Joe Montana Football $44.95 
Strider $64.95 

COLECOVISION 
Game System 
Hand Controller 


Tarzan 
Ses 
VISA 
ae 


$99.95 
$19.95 
$19.95 


TURBOGRAPFX-16 

Game System $139.95 
Turbografx-CD Player $359.95 
Y's Book | & Il $49.95 

ATARI 2600 
Game System 
Bump N Jump 
Lock N Chase 


$29.95 
$14.95 
$9.95 


FOR A COMPLETE CATALOG 
SEND YOUR NAME, ADDRESS, AND MACHINE TYPE 
PLUS $1 FOR POSTAGE AND HANDLING TO: 


GAME BOY 
Game System 
Nuby Game Light 
Double Dragon 

ATARI 5200 
Space Shuttle 
Decathlon 
Zone Ranger 


$89.95 
$14.95 
$29.95 


$19.95 
$19.95 
$17.95 


ATARI LYNX 
Game System $149.95 
Chess Challenge $39.95 
Grid Runner $37.95 
ATARI 7800 
Game System 
Ms. Pacman 
Xevious 


$59.95 
$14.95 
$14.95 


TELEGAMES USA } 


BOX 901V - LANCASTER, TEXAS 75146 
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NINTENDO 
Game System 
Megaman 3 $49.95 
Ninja Turtles 2 $49.95 

SEGA MASTER SYSTEM 

Master System II $59.95 
Psycho Fox $37.95 
Dynamite Dux $39.95 


$99.95 


a lack of personality. This program 
could have benefitted from the introduc- 
tion of varied play styles into the artifi- 
cial intelligence. 

Nevertheless, Bridge 6.0 is an enjoy- 
able offering that can challenge enthu- 
siasts of all skill levels. 

—E. D. 
Artworx 
1844 Penfield Road 
Penfield, NY 14526 
(716) 385-6120 


Revolution ’76 


BRITANNICA SOFTWARE 
Versions: Apple ligs ($49.95), 
IBM PC ($49.95) 


Most people find history incredibly 
boring. While realizing they should 
know about the world’s past, most see 
history as simply a recitation of dates 
and facts. Britannica Software is doing 
its part to dispel this myth with their re- 
cent release, Revolution ’76, a game 
that focuses on the American Revolu- 
tion. The player is placed in the direc- 
tor’s chair, conducting various actions 
of the rebelling colonies, beginning 


with the colonial uprising in 1775 |@ 


against the English crown. 


Revolution ‘76 is divided into a se- |#™ 


ries of turns representing each year of |; 


the rebellion. Each turn is further di- 
vided into several phases that control 


the different aspects of the game. | a 
Some of these include assigning lead- | 


ers, raising armies, setting tax rates, | 
building naval forces and carrying out | 
international diplomacy. | 
In addition to the military implica- 
tions of each decision, various factions 
within the colonial congress, both geo- 
graphical and ideological, will attempt 


to encourage the player to be more fa- | __ 


vorable to their cause. Many com- 
plaints can be, and often must be, ig- 
nored. But ignoring too many 
complaints may alienate the factions 
from the player’s government and 
cause problems in managing the 
fledgling country. 

After the choices for each phase of 
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the turn are made, the results are 


shown to the player. The more success- 
ful the outcomes are, the more pres- 
tige the player gains, and the more 
likely other countries are to help out 
the former colonies. The years pass 
until one side takes over all the 
provinces and cities, or when both 
sides agree to the same level of diplo- 
matic settlement. This can range from 
unconditional surrender of all rebel 
forces to unlimited rights for the 
newly founded country to expand into 
all British territories in North America. 

Naturally, the British start out insist- 
ing on surrender, but the more success- 
ful the U.S. forces are, the greater their 
willingness to accept a higher level of 
settlement. American diplomatic and 
military successes can also speed along 
the peace negotiations. This could pos- 
sibly cause the ruling party in England 
to be overthrown, bringing to power a 
much more sympathetic group that will 
quickly seek peace. 

Many different screens are used dur- 
ing game play. Most use geographical 
information, such as a map of the 
colonies that contains icons for regular 
troops and militia on the left side of the 
screen. The available menu choices are 
found in their own area on the right side 
of the screen. The other main screen 
shows all the congressional representa- 
tives in a Hollywood Squares fashion, 


f_| allowing them to be assigned to any 


of the various different jobs that must 
be staffed in the new government. 
Revolution ’76 will take quite a 
while to master. While the basic 
game mechanics are fairly simple, fig- 
uring the exact interaction of the dif- 
ferent elements will take repeated at- 
tempts before you are fluent. The 
built-in randomness of Revolution ‘76 
makes each game a new experience. 
The game does have a few short- 
comings. The graphics on the PC are 
blocky in appearance. Though they 
are legible, they are not up to state of 
the art and could use some improve- 
ment. The sound is limited to confir- 
mation of clicks on various parts of the 
window. A mouse is required for the 
program, a potential limitation. While it 
works fairly smoothly, the mouse driver 
used can be a bit jumpy and requires a 
bit of adjustment to use properly. 
In spite of these limitations, Revolu- 


VG&CE ¢ MARCH 1991 


“I do not know thee, but I have known of 
A 
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Full-Color, Animated Graphics! 
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walk under gargoyle-laden arches and 
watch candles flicker in their sconces. 
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hardware. . . swords swinging, monsters venting 
their anger and spells letting fly. 
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* Dozens of Weaponry, Physical and 

Academia skills 

+ Multiple Fighting and Parry Modes 

GOrrER KEY alle + Ranged, Primary and Secondary Weapons 
* Six spellbooks, 462 spell combinations 
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Artificial Intelligence! 
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tion ‘76 is a fine product. Not only 
does the program teach some of the 
factors that influenced the United 
States’ early life, but game play can be 
quite engrossing as the player at- 
tempts one more time to lead America 
to independence. 

—R. Bradley Andrews 
Britannica Software 
345 Fourth St. 
San Francisco, CA 94107 
(800) 572-2272 


Tunnels of Armageddon 
CALIFORNIA DREAMS 
Versions: Amiga ($39.95), Apple 
ligs ($39.95), IBM PC ($39.95) 


overauL 1.234 5 f7 8 9 10 

The witty Truman Capote once chat- 
tily described pop artist Andy Warhol as 
“a Sphinx without a secret.” Tunnels of 
Armageddon is a similar sort of propo- 
sition; a game one keeps playing long 
after the boredom threshold has been 
reached, simply because one can’t be- 
lieve there isn’t something better wait- 
ing around the corner. Eventually, how- 
ever, even the most tenacious player 
reaches the point where they ask “Is 
that all there is?” To which 
we respond, “Yup.” 

The documentation sets 
up the context of this game 
at great length. What it 
boils down to is navigating 
a craft, the Hermes, 
through a series of 20 tun- 
nels comprising five four- 
stage zones, in order to 
save the universe. The tun- 
nels are configured out of 
three segment types: short, 
moderate and long. The 
shorter the segment, the 
tougher it is to navigate through. Within 
the tunnels are a variety of objects, 
some dangerous, others helpful, and 
there are generators to be destroyed, 
guardians to kill and bonus weapons to 
acquire. 

That's it, gang: a seemingly endless 
run through a crudely rendered tunnel 
system. The graphics, with the excep- 
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tion of the Hermes HUD, are reminis- 
cent of C-64 games of half a decade 
ago. The generators, guardians and 
bonus objects are rendered as simple 
icons, and the sound effects are 
mediocre, at best. The worst is the pig 
squeal that is emitted every time the 
gamer fires an ammo burst. 

The chief virtue of Tunnels of Ar- 
mageddon is its lightninglike play 
speed. Gamers who enjoy their com- 
puter games best when they move 
quickly should enjoy this arcade blas- 
tathon. There is also a game-save fea- 
ture, and the program randomizes the 
tunnel configurations so they can’t be 
memorized. 

The bottom line, however, is that 
Tunnels of Armageddon is purely 
generic product, destined for the dis- 
count bins almost from its conception. 
In short, there is no light at the end of 
these Tunnels. 

—Bill Kunkel 
California Dreams 
130A Knowles Drive 
Los Gatos, CA 95030 
(408) 378-0340 


Links 


ACCESS 
Version: IBM PC ($59.95) 
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Links, the latest in state-of-the-art 
golfing from Access Software (creators 
of Leader Board and World Class Leader 
Board ), should appeal not only to invet- 
erate computer duffers, but to all fans of 
electronic entertainment. The VGA (and 
MCGA) graphics used to simulate every 
nook and cranny of the Torrey Pines 
Golf Course are among the most breath- 
taking ever seen on a computer moni- 
tor. From the Pacific Ocean, which 
bounds the course to the west, to the 
mountainous northern fringes, every as- 
pect of Links is replicated in stunning 
detail. More golf courses will be farth- 
coming. 

As for the actual golfing, the on- 
screen duffer appears in the traditional 
middle foreground, just above the so- 
phisticated user interface, shooting into 
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the distance. The interface contains not 
only the pertinent information—hole, 
par, distance from pin, wind direction 
and strength, club, etc.—and a swing 
meter, but also permits such options as 
stance adjustment and ball positioning. 
It even overlays a grid over an area of 
the course to make the lie more obvi- 
ous. Gamers can determine the type of 
shot they want to take, view the course 
from a top-down view and then rotate 
and redraw their perspective without re- 
course to a secondary screen. 

Players, complete with their charac- 
teristics (male/fe- 
male, pro/amateur, | 
etc.) and preferences, 
can be saved to disk, 
along with games in 
progress. The user 
can fine-tune the 
number of holes to 
be played, set the 
skill level and even 
take practice swings. I 
There’s also a driving |= 
range and a putting 
and chipping green 
for more arduous 
practicing. 

The only real prob- 
lems with Links relate 
directly to the 
amount of visual in- 
formation contained Ee ‘ly 
in its program. Ex- 
panded/extended “* 
memory is a real 
must to enjoy this 


4 
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i a PLAYERS) | SYSTEM | | 
game at optimal lev Att 


els, as is a mouse. (Ah i 4 
Even heavy-duty sys- — 
tems, however, will require a significant 
period of time to redraw each new 
course position. Players who want to 
move along, take a shot, move along, 
take a shot (and so on) will inevitably be 
frustrated by these constant delays. 
Nevertheless, Links is the most visu- 
ally impressive golf simulation ever pro- 
duced. It demonstrates considerable 
thought in terms of both its design and 
execution and offers golf mavens a level 
of interaction never before available. 
—B. K. 
Access Software, Inc. 
545 West 500 South 
Bountiful, UT 84010 
(800) 824-2549 
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Test Drive Ill: 


The Passion 


ACCOLADE 
Version: IBM PC ($59.95) 
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When the original Test Drive was re- 
leased several years ago, it represented 
a watershed conceptual development in 
terms of electronic entertainment. It did 
phenomenal business in a market satu- 
rated with driving games because it of- 
fered more than just arcade steering 
with pretty landscapes. Test Drive was 
the first true driving simulator, offering 
users a first-person perspective with as 
many of the frills of modern sports car 
ownership as possible. 

Test Drive's creators, Distinctive Soft- 
ware, Inc. (DSI), produced several re- 
lated projects for Accolade in the ensu- 
ing years (Test Drive Il: The Duel, The 
Supercars, The Cycles, California Chal- 
lenge, etc.) before moving to Brgder- 
bund in 1989. 

Test Drive Ill: The Passion represents 
Accolade’s first non-DSI-produced auto 
simulator, and, as such, designer Tom 
Loughry (Gunboat, Steel Thunder ) and 
his team were obviously under tons of 
pressure to produce a game up to the 
standards set by DSI. Rather than fold 
under the pressure, however, the 
Loughry team produced a diamond. 
Test Drive Ill is as remarkable a product 
in 1991 as Test Drive was in 1987—and 
considering how far state of the art has 
moved in this field, that is high praise 
indeed. 

The Passion offers users a trio of 
dream mobiles: a Chevrolet CERV III, 
Lamborghini Diablo and Pininfarina 
Mythos. The CERV (Corporate Experi- 
mental Research Vehicle) III is the 
Corvette’s “exotic cousin,” as the excel- 
lent documentation puts it, a cutting- 
edge vehicle with 650 horsepower, a 
six-speed automatic transmission and 
dual steering racks. It goes from 0-60 
m.p.h. in 3.9 seconds with a top speed 
of 225 m.p.h.! On the inside, it resem- 
bles something out of Star Wars, with a 
pair of CRTs (one for the ETAK naviga- 
tional system and the other to display 
system-analysis readouts), optical sen- 
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sors, yaw-rate gyros and even “suspen- 
sion-position transducers.” I’m not en- 
tirely sure what that last item is, but, ob- 
viously, no car should be without one. 

The Pininfarina Mythos is a slick Ital- 
ian job that may be the hottest-looking 
car to ever grace the blacktop. Its inte- 
rior, however, is a classicist’s dream: 
red leather, bucket seats and a simple 
dashboard of orange-on-black analog 
dials. And what collection of dream cars 
would be complete without a Lam- 
borghini? The Diablo is an elegant Ital- 
ian monster machine, a beautiful bullet 
with an incredible 485-horsepower en- 
gine, electronic-port fuel injection, rack- 
and-pinion steering and a “space age 
engine-management system, keeping 
an electronic eye on everything.” 

Beyond the vehicles themselves, 
however, Test Drive Ill ‘s most remark- 
able feature is the world in which they 
can be driven. Cruise through farmland, 
past cities, along beach highways, over 
railroad tracks (complete with passing 
railroad), under bridges, through tun- 
nels and by an amazing variety of other 
reference points. These cars are also 
equipped with a// the options. The re- 
markable graphics blend digitized rendi- 
tions of each vehicle’s dashboard with 
intricately bit-mapped scenery. Crashes 
can be viewed via instant replay from 
any of several viewpoints, including a 
chase-car view. 

Test Drive Ill is the greatest driving 
simulator ever produced. It’s one thing 
to supply a user with a mock-up of 
some hot sports car, and it’s another to 
give that car a realistic and diversified 
world in which to do its stuff. 

—B. K. 
Accolade 
550 S. Winchester Blvd., Suite 200 
San Jose, CA 95128 
(408) 985-1700 
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Silent Service Il 


MICROPROSE 
Version: IBM PC ($59.95) 


The original Silent Service was a clas- 
sic of the 8-bit world, inducted into the 
Hall of Fame by just about every com- 
puter publication of the time. It’s some- 
what surprising that MicroProse waited 
as long as they did to introduce a 16-bit 
sequel. Fortunately, by doing so, they 
were able to incorporate many of the 
most recent developments in sound and 
graphics programming. The end result, 
Silent Service Il, is a much jazzier, to- 
tally engrossing reprise of the earlier re- 
lease. It uses many previous game 
players’ suggestions to improve on the 
original without corrupting or signifi- 
cantly altering the elegance of the base 
design. 

In addition to training missions, sin- 
gle engagements and war patrols, play- 
ers now have the option to select a war 
career. The player can also start the 
game from the time of Pearl Harbor or 
any date thereafter and end at the his- 
torical date of Japan’s surrender. It is 
also possible to command any of the 
submarine types available at the time, 
from the antiquated S-boats to the im- 
proved GATO class. Historical upgrades, 
such as the addition of SJ radar sets 
and improvements to torpedo technol- 
ogy, are available at the appropriate 
dates of conception. 

Players select their initial base of op- 
erations and an appropriate patrol zone 
from those available. Players may 
change bases by ending a patrol at a 
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DISTRIBUTORS 


1-203-395-0851 
-NEW GAMES AT DIRECT PRICES! 
-USED GAMES AT BELOW COST! 
-WE BEAT ANY PRICE ON ANY ITEM! 
-WE SELL TO VIDEO STORES, 
TOY STORES, MINI-MARTS, 
MOM & POP STORES, AND 
OTHER BUSINESSES ONLY! 
-WE STOCK ALMOST EVERY VIDEO 
GAME, SYSTEM, AND 
ACCESSORY MADE! 
-BUY 1 TO 1,000 FROM OUR FULL 
COLOR CATALOG. SORRY NO 
SALES TO THE GENERAL PUBLIC 
-WE ALWAYS GET THE 
BEST GAMES FIRST! 


‘SEGA 


ESsIS 


IF WE DON’T HAVE IT- 
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SUPkcMACY 
Ok IOI 


Crisis in the Far East 


In the dimly lit Situation Room, Charles 
stands alone. Intelligence reports confirm 
the worst. The Chinese army has captured 
the Soviet port of Vladivostok. Moscow 
wants help now! 

Charles glances at the map, his heart 
pounding. If he sends troops, will the 
Chinese pull back...or escalate to a 
nuclear strike? 

Live on the edge like Charles. Play 
Supremacy” - the world conquest board 
game fought in the nuclear age. 


FREE COLOR CATALOG OF GAMES 
Call Toll Free 1-800-333-0589 
24 hours / 7 days 


At better game stores worldwide. 
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Your ultimate Japanese video game connection ! 
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Crack Down 
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Elemental Master 
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Batman 
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Magical Boy 
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69.95 
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NEW GAMES EVERY DAY 
ASK ABOUT OUR SPECIALS 
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in Stock! 
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Order today ! 
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Video Game Imports 
1-908-409-0064 
P.O. Box 794 
Manalapan, NJ 07726 
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Neo-Geo Gold System 

(Includes 2 Joysticks & 1 Game) 
Neo-Geo Green System 

(Includes Unit & 1 Controller) 


Magician Lord 
Riding Hero 2 
Nam-1975 Prices 
Baseball Stars Professional 

Top Players Golf from $1 79 
Ninja Combat 


Cyber-Lip to $199 Each 


The Super Spy 

King of the Monsters 
League Bowling 
Puzzled 

Blue's Journey 
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New games every day ! 
U.S. Games also in stock ! 
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Dealer inquiries welcome. 

All logos are trademarks of thier 
respective owners and are not in anyway 
connected to VGI. 

All prices subject to change. 
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different base. This occurs many times 
in the beginning of the war because 
each base is often overrun. 

Players on patrol may en- 
counter enemy units any- 
where in the Pacific theater, 
but probabilities increase 
within the assigned zone. The 
original Silent Service limited 
enemy ship types to a few 
merchants and destroyers. 
Silent Service II depicts many 
varied ship classes: cruisers, 
battleships (including the Ya- 
mamoto) and aircraft carriers. 
Originally, MicroProse had visions of re- 
creating the entire order of battle for the 
Imperial Japanese Navy, but memory 
restrictions precluded anything more 
than generic class representation. 
Within this framework, however, each 
class is accurately modeled in terms of 
armament, handling characteristics and 
visual representation. 

To achieve this effect, designers pho- 
tographed 1/700-scale models of each 
class and bit mapped a 360-degree per- 
spective to depict what actual sub- 
mariners view through their periscopes. 
Each unit is also assigned a point value 
based on its tonnage (which is variable) 
and importance, which may be dis- 
cerned by the number of destroyers and 
patrol craft guarding it. For example, if 
One encounters a single merchant with 
a destroyer screen of five ships, it would 
probably yield the equivalent point 
value of an aircraft carrier with only two 
escorts. These point assignments are far 
from arbitrary, reflecting the actual sig- 
nificance certain cargos, such as the 
midnight Tokyo Express runs during 
Solomon’s campaign, actually held. 

EGA graphics are above the norm, 
but VGA owners will see a marked dif- 
ference. In VGA, the animations of tor- 
pedo launches, depth-charge attacks 
and bit-mapped explosions are beauti- 
fully rendered. Owners of 16 Mhz and 
above machines will also appreciate 
faster game play; conducting an end- 
around attack on a large formation trav- 
eling at 16 knots still takes some time to 
set up. 

Improved handling of the TDC (tor- 
pedo data computer), use of function 
keys to maneuver within the play struc- 
ture and four levels of difficulty com- 
bine to make Silent Service II both easy 
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to learn and challenging for the long 
term. Players earn medals and promo- 
tions based on their contribution to the 
war effort. 

Silent Service Il leaves no doubt that 
for once, a sequel will far surpass the 
success of its’ predecessor. 

—E. D. 
MicroProse 
180 Lake Front Drive 
Hunt Valley, MD 21030 
(301) 771-1151 


Flight of the Intruder 


SPECTRUM HOLOBYTE 
Version: IBM PC ($59.95) 


Fans of Stephen Coonts’ bestseller, 
Flight of the Intruder, will find much of 
the intensity of the book in the new 
game for the PC. Spectrum HoloByte’s 
translation doesn’t set new standards in 
terms of graphics (it uses standard poly- 
gon-fill graphics for all but the cockpits, 
which are bit mapped), but the program 
does incorporate a lot of features that 
set it apart from other flight simulators. 

Players act as the guiding force be- 
hind an air wing assigned to the USS 
Shiloh, conducting high-tempo opera- 
tions over North Vietnam during the 
Linebacker campaign of 1972. A 
squadron of F-4 Phantom II fighters and 
a squadron of A-6 Intruder attack planes 
are available for assignment. Each 
squadron is manned by individualized 
aircrews that hold variable proficiency 
ratings in each of the skills associated 
with their aircraft: dogfighting, bombing 
accuracy and radar suppression (Wild 
Weasel). Thirteen separate operations 
and over 35 missions are depicted, with 
the ability to design an unlimited array 
of others while acting as the CAG (Com- 
mander Air Group). 

The unique aspects of mission plan- 
ning and execution revolve around the 
realistic, cooperative nature in which air 
assets are utilized. Flight leaders have 
wingmen, and F-4s fly cover missions 
for the bombing runs of the A-6s. Chat- 
ter and spotting reports of bogeys and 
SAMs (surface-to-air missiles) are pro- 
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vided via a dialogue bar at the 
top of the cockpit. In addition, 
Red Crown, the call sign for 
carrier air control, vectors the 
F-4s to intercept incoming 
MiGs. Players may jump from 
one cockpit to another and re- 
main confident that the craft § 
will be flown and fought at the 
skill level of the assigned crew. 
This allows adept players to 


undistinguished using the polygon-fill 
technique. Hopefully, as CD-ROM stor- 
age capabilities become more accessi- 
ble to programmers and consumers 
alike, this situation can be rectified. Sec- 
ond, the criteria for the awarding of 
medals, particularly the Medal of Honor, 
is far too lenient for a simulation of any 
conflict. Should either of these factors 
dissuade one from purchasing this 
product? Absolutely not! 


“build up” the crews of their air wing intensity with —E. D. 
over a period of time in a fashion simi- Flight of the Spectrum HoloByte 
lar to that used in Lucasfilm’s Battle of Intruder. 2061 Challenger Drive 


Britain. 

Even the most experienced aircrews 
can have a “bad day,” however, so a 
player may feel the occasional pang of 
losing a good wingman. When this hap- 
pens, a “new guy” will be assigned as 
replacement. 

This cooperative framework has also 
been expanded to allow two players to 
connect their computers via a null- 
modem cable. Instead of the head-to- 
head match that one might expect, the 
program provides two options. First, 
players may compete against one an- 
other, with each player selecting the air- 
craft in the group to fly personally, 
while the other player never knows for 
certain which bogey is his human oppo- 
nent. Or, second, players can play to- 
gether against the computer, one flying 
an A-6 and the other an F-4, or both fly- 
ing the same aircraft and acting as each 
other’s wingman. This is the program’s 
most exciting feature. It is easy to envi- 
sion an application such as allowing 
users of an on-line service to serve in air 
wings and receive missions from a 
SysOp CAG. 

Flight of the Intruder is further distin- 
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guished from the competition by inclu- 
sion of pilot blackouts and redouts due 
to pulling excessive positive and nega- 
tive G-forces. Furthermore, the myriad 
options and wide range of difficulty set- 
tings allow the program to challenge ex- 
pert aviators without excluding novice 
jet jockeys. It is even possible to act 
strictly as the BN (bombardier naviga- 
tor), controlling only the weapons sys- 
tems and allowing a “more experi- 
enced” computer pilot to bring the 
player to the target and back. 

There are two complaints, though, 
one major and one minor. The first is 
that the terrain features are singularly 
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Super Games Pak 


ODYSSEY SOFTWARE 
Versions: Amiga ($39.99), 


IBM PC ($39.99) 
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It’s very hard to improve on classic 
games. In the software world it’s almost 
suicidal to consider such an attempt. 
But that’s exactly what Odyssey Soft- 
ware did with Super Games Pak. The 
collection houses three takeoffs on pop- 
ular arcade games. “ByteMan” brings to 
mind Pac-Man, “JailBreak” reflects 
Arkanoid/Breakout and “Deathbots” 
takes inspiration from Berserk. 

Now why would anyone want a col- 
lection of these games when they might 
already have the originals? Maybe be- 
cause of the excellent graphics, sounds, 
animation and the frenetic action in 
each of the titles, that’s why! Odyssey 
Software is a brand-new company, and 
if Super Games Pak is any indication, 
any original games they introduce 
should be spectacular. 

Let’s start off with ByteMan, which 
has so much variety in its 32 levels that 
it easily beats the original concept. In 
ByteMan, the player moves a bit-chom- 
per around a circuit board in order to 
eat up the bad data bits and avoid cir- 
cuit-board creatures. The game moves 
quickly and is engrossing enough to 
keep the player busy for a long time. 
The addition of power bits that slow 
down the ByteMan and a scrolling play- 
field keep the action interesting. 
Plus, the music and all-too-fa- 
miliar digitized sound effects 
are great. 

JailBreak quite simply blows 
Arkanoid out of the water. There 
are all of the expected power 
pills contained in the bricks plus 
a few new surprises. The nicest 
feature of JailBreak is the level 
editor. Anyone can design up to 
100 levels per game and save 
them to disk as quickly as he can think 
them up. Super Games Pak would be 
worth the price of admission for Jail- 
Break and the level editor alone. 

Deathbots is the crowning achieve- 
ment of Super Games Pak. The goal of 
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outstanding arcade-style 
games: ByteMan, JailBreak 
and Deathbots. 


this overhead maze game is to make it 
to the sixth level of a compound in 
order to destroy the gamma bomb that 
could level a continent. Blocking the 
way are a number of different robots 
and a super robot at the end of each 
level. To help, there are a lot of guns, ri- 
fles, grenades and health packs strewn 
throughout the rooms. It’s very easy to 
play Deathbots, but getting to the final 
level is another story altogether. 

Each of the games in Super Games 
Pak should give anyone a good dose of 
arcade action. In all cases, the 
graphics are superb, even the 
screens between levels in 
ByteMan and Deathbots. Still 
more impressive are the 
music and audio. There have 
never been so many sound 
effects in one package before. 
The designer had a field day 
with his recorder, collecting 
sounds varying from gun- 
shots to the William Tell 
Overture. Super Games Pak is 
an outstanding games collec- 
tion and a great example of 
what a computer can do when pushed 
to its limits. 

—Russ Ceccola 
Odyssey Software 
P.O. Box 367 
N. Eastham, MA 02651 
(800) 323-9421 


DinoWars 


DIGITEK SOFTWARE 
Versions: Amiga ($39.95), 
Commodore 64 ($29.95), 
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DinoWars uses an exciting roster of 
ingredients to create one of the most 
original arcade strategy games currently 
available. There are eight different di- 
nosaurs and five game boards. These 
are augmented by an encyclopedia for 
real facts and figures. In addition to the 
reality-based creatures, the player can 
alter dinosaur statistics and custom de- 
sign a team. 

DinoWars has three distinct parts that 
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work independently of one an- 
other: DinoWars (the strategic bat- 
tle game), the arcade battle se- 
quence and the encyclopedia. Each 
part contains excellent graphics, 
digitized sounds and smooth ani- 
mation. 

The DinoWars strategic game 
takes place in one of five different 
play environments. The player 
moves dinosaurs through either a 
river or jungle setting, near a vol- 
cano, in the desert or on a traditional 
chess/checkers board. 

Each side has 17 squares that can 
contain dinosaurs and one place for the 
opposing team’s egg. The object of the 
game is to either kill all the opposing di- 
nosaurs in battle or capture your team’s 


egg and bring it back to your side of the [i 


game board. Each dinosaur follows pre- 
set or user-defined statistics that control 
movement and strength. This feature, 
coupled with the option to choose the 
dinosaurs on your team, provides many 
game variations. Statistics can be saved 
to disk so a player’s favorite game setup 
can be recalled at any time. DinoWars is 
worth the money for this part of the pro- 
gram alone. 

The battle sequence arcade game is 
nothing more than the same sequences 
from the strategy game, with the added 
challenge of scoring and time limit. If a 
player defeats the opponent in a certain 
amount of time and the score is high, 
it’s posted to the high-score list. In any 
case, play continues until the target 
score is reached or time runs out, 
whichever comes first. The player can 
adjust these limits. The nice part about 
the arcade segment of DinoWars is that 
the player(s) chooses the dinosaur he or 
she wants to use from the eight types in 
the game. This is good practice for the 
battle sequences of the strategy game. 

The final section is the encyclopedia, 
a nice way to learn a little more about 
dinosaurs and their history. There are 
15 squares for the player to explore, 
ranging from continental drift to fos- 
silization. Animation and colorful graph- 
ics illustrate and emphasize the infor- 
mation. Digitized pictures are used in 
one section, and in all of the dinosaur 
choices, the respective reptile disinte- 
grates into its skeleton as you read the 
text. The encyclopedia is the cherry on 
the top of this delicious game. 
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The three parts of DinoWars 
may be enough to satisfy any 
gamer, but the elements that 
will keep players coming back 
for more are the graphics and 
sound. Both are excellent. Most 
dinosaur sounds in the game 
were sampled from “big lizard” 
science-fiction movies and 
sound great when the volume is 
high. The graphics are even 
more impressive. Dinosaurs 
stand as high as two-thirds of the 
screen in battle sequences, and all pic- 
tures are colorful and highly detailed. 

The backgrounds for the battle se- 
quences in the strategy game are espe- 
cially nice. There are a lot of them, and 
they reflect the location of the battle in 
the game environment. 

This unusual program from DigiTek 
should get a lot of awards this year. It’s 
the best dinosaur game ever. 

—Russ Ceccola 
DigiTek Software 
8910 N. Dale Mabry 
Executive Center, Suite #37 
Tampa, FL 33614 
(813) 933-8023 
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high quality of questions that you 

guys bombard me with month after 
month. There are so many great ques- 
tions coming in day in and day out, it 
sometimes seems like the Doc could 
take over the entire magazine and still 
not have enough space to get to 
everything! 

The following is a classic example 
of the high quality of Game Doctor 
Q's. It will presumably be followed by 
a classic example of the high quality 
of Game Doctor A's, but | can’t be so 
sure of that. 


F never cease to be amazed at the 


q Oe 


| seem to remember a letter in your 
column a few issues back that essen- 
tially asked: If 32-bit systems are on 
the way, then why not wait for them to 
come out? You responded that there 
could be 32-bit systems, but only on 
HDTVs. My question is, if that is the 
best “normal” TVs can do, why don’t 
the objects in today’s best video 
games look more like real objects on 
TV broadcasts? Instead you can still 
see individual “dots” easily. 
—Jason M. Daugherty 
Springfield, Illinois 


This is a great question, but I'd like 
to elaborate a little on what Jason is 
actually asking. First, let me quote 
from the response you refer to, from 
the July ‘90 issue of VIDEOGAMES & 
ComMPUTER ENTERTAINMENT: “Sega, at 
least, vehemently denies that it is 
even considering the possibility of 
jumping to a 32-bit CPU-based sys- 
tem. ‘The technology has reached the 
point,’ explained one of Sega’s techni- 
cal-support people, ‘where we've run 
up against the limitations of the TV set 
in terms of the image it is capable of 
producing.’ The Sega spokesman hint- 
ed that HDTV (high-definition TV) may 
represent the next major leap forward 
in video-game technology.” 

This is not to say that greater reso- 
lution is not obtainable on current 
screens; obviously, we see photo- 
graphic resolution on our TV sets 
every day. The point the Sega 
spokesman was making was that per- 
haps video-game technology has 
reached the point of diminishing 
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GUIDANCE THROUGH 
THE JUNGLES OF 
ELECTRONIC GAMING 


by 
the Game Doctor 


returns in terms of current TV technol- 
ogy. In other words, even going to a 
32-bit processor may be unlikely to 
generate photographic resolution on 
non-HDTVs. With HDTV, however, that 
additional processing power could be 
maximized; with existing TVs, the vast 
majority of the system’s power is 
devoted to producing graphics. 

Whether or not video-game manu- 
facturers will produce a 32-bit—or a 
64- or even a 128-bit—game system 
for existing TV sets may not be the 
crucial question. The rea/ question 
may be, will the additional processing 
power be worth the cost? 


Hello and congratulations on a very 
successful column in VG&CE! My 
question concerns the Genesis, Turbo- 
Grafx-16 and SMS. Why is it that | see 
more SMS translations for the TG-16 
than the Genesis—Games like Drag- 
on’s Curse (Wonder Boy Ill ), R-Type, 
Y’s, Space Harrier and Vigilante, that 
were hits on the SMS? This doesn’t 
make sense. Most of them are original 
Sega games (with the exception of R- 
Type by Irem). | realize that in Japan, 
cross-licensing is much easier than it 
is here, but one would think that Sega 
would reserve the rights to create 
some of these games for the Genesis. 


Please help me understand Sega’s rea- 
soning. 

—Jesse Speicher 
Boswell, Pennsylvania 


| was with you, Jesse, right up until 
your last sentence. We can talk about 
licensing, and we can talk about cross- 
licensing, but when you start asking 
me to help you understand the rea- 
soning of a video-game manufacturer, 
well, you're simply asking too much. 
Sega's decisions frequently leave me 
with a limp jaw. In the case of the 
games you refer to, however, the 
answer is simple. 

Every company has its limitations 
and priorities. There are only so many 
games that can be developed, pack- 
aged and marketed by any company 
in a given period of time. Some will 
get the go-ahead and others won't. 
That's just the way of things. 

Then there’s the questionable prac- 
tice of producing “deluxe” versions of 
existing hits on second-generation 
game systems. Just because a game 
was successful on the Sega Master 
System is no guarantee that gamers 
will want to repurchase it for the Gen- 
esis. Sega seems to feel, with good 
reason, that it is better off presenting 
non-SMS games on the Genesis. 

The Genesis and SMS markets are 
somewhat different and actually 
appeal to different audiences. The 
Genesis, of course, has greater sound 
and graphic capabilities than the SMS, 
making a wider range of potential 
game types. Then there's the fact that 
trends in gaming change so quickly 
that last year’s hit is often this year’s 
also-ran. 

So, if Sega of Japan has a property 
that someone wants to license, and 
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+ To Robert Rhodes of Salem, Oregon, 
the address for RePlay magazine is P.O. 
Box 2550, Woodland Hills, CA 91365. 
Yearly subscriptions are $80 in the U.S. 
Keep the faith, Robert. 

* TurboGrafx-16 CDs are not compatible 


with CDTV, Macintosh, PC or any other 
type of CDs, S. Gill of Brampton, 
Ontario, but the NEC CD drive is a fully 
functional audio CD player. 

¢ Thanks to Steve Witzel of Access for 
the excellent Countdown hint book; it 
was a big help. 
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neither Sega Japan or Sega of Ameri- 
ca have any interest in producing that 
game, then why not sign the deal? 
Obviously, Sega doesn’t expect any of 
the titles you mentioned to be system- 
sellers for the TurboGrafx-16. 


quce’s tion 


On several occasions, | have 
noticed video games used as part of 
the plot development for a movie or 
TV show. These games, however, 
failed to appear on the commercial 
market. Have you seen any signs of 
the amazing game that was used to 
recruit the starman The Last Starfight- 
er? The other game | had hopes [of 
finding] was the one that young Emilio 
Estevez finally defeated in the movie 
Nightmares (something like The Lord 
of Battle). 

—Joel A. Ortiz “Viper” 
Modesto, California 


omemwer 


Sometimes the games are real, 


Viper, but more often they are not 
games at all, but simply graphics 
demos, designed to look like games. | 
haven't seen the film Nightmares but 
will make an effort to find it. Anyone 
out there familiar with this game? 


q Ule®s tion 


In the beginning, | had the obligato- 
ry Atari 2600. Then | got the ColecoVi- 
sion. | had an assortment of table-top 
electronic games, and | subscribed to 
several video-game magazines. Then, 
it seemed, all of the magazines went 
under or changed formats. Simultane- 
ously, the Atari, Coleco, Intellivision, 
etc., fell into obsolescence along with 
the table-top games. 

Recently, however, with the emer- 
gence of the NES and other systems, 
video games have come back into 
vogue. What caused this fall of the 
electronic-gaming empire, and what 
brought it back? Or was it all my imag- 
ination? 

—Rob Kelly 
Wilmington, Delaware 


It wasn’t your imagination, Rob, 
that’s for sure. Of course, to answer 
your question properly would require 
a Game Doctor column the size of a 
book. Put briefly, however, when Atari 
attempted to move its audience up 
from the 2600, it failed. Meanwhile, 
the 2600 market was glutted with bad 
software. Retailers who suspected all 
along that video games were a fad 
walked away from the market. it 
wasn't until Nintendo demonstrated 
faith in the home video-game market 
that consumers had the opportunity to 
prove those retailers wrong. 

Many industry observers anticipate 
a similar “glut” in the NES software 
market, but most doubt the shakeout 
will produce a similar “dark ages” for 
video games. Nintendo proved that 
video-game systems are a mass mar- 
ket item in the United States, and, 
while that market will experience 
peaks and valleys, few expect it to dis- 
appear altogether. 4 


DEPARTNMENIT OF OLD VIDEO GANMES 


Got the following letter from Jim Redd, owner of Pleasant 
Valley Video: 

Hi, | noticed in the October issue that readers are writing in 
trying to find a source for some of those discontinued, rare and 
nearly impossible-to-find games for the Atari 2600 and other 
systems. Well, | believe we can help! We have been finding 
games like that since 1982 and pride ourselves on having what 
we believe is the biggest selection of titles for the Atari 2600, 
5200, 7800, ColecoVision and Intellivision (over 90% in stock 
for these systems at all times). 

We haven't advertised much in publications up to this 
point. Most of our business is conducted by direct mail and 
word of mouth. | have enclosed one of our free price lists. I’m 
sure you'll have fun looking it over. We have a fairly good stock 
of most titles listed, but there are some that are currently in 
very short supply right now. 

It was actually some of your columns in that other video- 
game magazine years ago that got me interested in seeking 
out what even then were becoming rare titles. For instance, 
we found and bought out the entire pre-production (all 630 
pieces) run of an Atari 2600 game called Off Your Rocker, by a 
then-unknown company called Amiga (yep, the same Amiga). 
They were plain black cartridges, since no label, boxes or 
instructions had ever been printed for them. We made labels 
and instructions, and | am happy to send you a copy of this 
rare title for your personal collection! We sold a couple hun- 
dred of them to other dealers, but all the Off Your Rockers out 
there came from us. 

We also brought out all the remaining inventory of Texas 
Chainsaw Massacre (1,352 pieces) and Halloween (1,022 
pieces) from Wizard Video. As you will see from our list, we 
have many titles in stock that game collectors are looking for, 
including: Eli’s Ladder, Bumper Bash, Music Machine, Master 
Builder, Gas Hog, Mangia and many, many more (yes, we have 
Revenge of the Beefsteak Tomatoes and Porky’s, which VG&CE 
reader Gary Phelps mentioned, also)! 

About the only thing we had to take off the list was Vec- 
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trex; it was just too darn hard to find most of the titles, even 

for me! However, this does not mean that we won't handle it 
in the future, just not for now. 

—Jim Redd 

Pleasant Valley Video 

8141 Pleasant Valley Road 

Camden, OH 45311 


Jim isn’t kidding when he says his list is complete! The 14- 
page list of games is chock-full of old treasures, so all you col- 
lectors out there should drop him a line, pronto! And Jim, 
thanks for the games, they will occupy an honored place in the 
Doc’s collection. 

Also, on the subject of collectors, old friend Frank M. 
Polosky (P.O. Box 9542, Pittsburgh, PA 15223) writes to tell us 
he has a list of old electronic-gaming magazines for sale. 
Many readers have written in asking how to obtain these 
magazines, and Frank has a nice selection of Electronic Games 
(my old stomping grounds—later Computer Entertainment), 
Electronic Fun (later Computer Fun), Video Games Player (later 
Computer Games—do | sense a trend emerging here?), Video 
Games, VideoGaming Illustrated, Joystick, Computer Gaming 
World, Softalk and others. So if you're interested in seeing 
what the electronic-gaming landscape looked like a decade or 
so ago (or if you have ColecoVision game carts to sell), drop 
Frank a line! 

That about wraps things up for this installment of Game 
Doctor. We'll be back to giving out Prize Packets for the best 
question in the next issue; we took a few issues off while we 
replenished our stock of goodies, so the next few packets will 
have some neat stuff in them. For the benefit of newcomers, a 
Prize Packet is a collection of buttons, pins, keychains and 
other game-related geegaws the Doc has acquired in his dozen 
or so years chronicling the electronic gaming hobby. 

Send all your questions, comments and corrections to 
Game Doctor, 330 S Decatur, Suite 152, Las Vegas, NV 
89107. We'll see you next month. 
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LIVE STUDIOS INC. 
Versions: Amiga, Atari ST, IBM PC 


The year is 2238. Throughout the 
galaxy, people gather by their televi- 
sions to witness the annual ground- 
defense competition hosted by 
Megacorp Industries. This year 
Megacorp has a bright young pilot 
ready to challenge the arena...and 
guess who that might be? 

Start each mission by choosing a 
control method. If you have a joy- 
stick, it’s best that you use it. It’s 
much more responsive than a mouse ff 
in this simulation. The key- 
board is really a last-resort 
controller, since it is next to 
impossible to fly by keys. 

Once airborne, immediate- 
ly check the map to get a 
bird’s eye view of all enemy 
drones and friendly installa- 
tions. This is also a way to get 
a moment's rest for tired fin- 
gers, because game play is 
suspended while you're view- 
ing the map. 

Most scenarios feature the 
installations grouped together 
with the generators posi- 
tioned around them. Look for 
the generator closest to the 
installations, and head for that 
area immediately. As you 
approach, the enemy drones 
will head right at you. The 
trick here is to stay between 
the enemy and the installa- 
tions so they can be shot 
before they get past you. The 
instant the enemy generator is 
in range, fire and destroy it. 

Once that’s done, quickly 
turn and head back toward the 
installations, the drones from 
the remaining sites will be § . 
approaching. Use the map to track their 
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progress toward your bases. Concentrate on 
knocking out the saboteurs first; they are your 
immediate threat. A bold but risky strategy is to 
actually wait for the saboteurs to attack a base 
before destroying them. This will usually 
reward the patient player with a mili- 
tary hardware pod, which is always a 
big help. 

After the initial drone set is 
destroyed, head out after the next 
generator and repeat the process. The 
most important thing to remember is 
don't try to take out all of the genera- 
tors at once. Doing so will result in an 
abundance of enemy drones getting 
to the bases—and most likely destroy- 
y ing a good number of them. 

Keep in mind that offensive rating 
is determined by the player's hit 
ratio. The only way to upgrade 
the ship is to achieve an accept- 
able hit percentage. To do so, try 
not to fire haphazardly. Five shots 
4) destroy a generator, so only fire 
| five. Do the same with enemy 
drones, and the hit ratio will soar. 

Most arenas are equipped with 
black tracks the player can lock 
into for traveling around the play- 
ing field at high speed. These 
tracks should be used mainly to 
get back to the bases quickly 
B when they are under attack. The 
D oreblem with the tracks is that 
| they don’t always go the way you 
want them to. If a track is headed 
in the right direction, use it. Otherwise, 
save a turbo or two for those times when 
speed is of the essence. 

—Frank Tetro, Jr. 
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PSYGNOSIS 
Versions: Amiga, Atari ST, IBM PC 


Stryx, the follow-up to Obliterator, 
assigns the gamer the task of shutting 
down an army of rampant robots. Weary 
of slave labor and short life spans, the 
ae have risen against their human masters. 
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The five Dome Cities, the last outposts of life 
on earth, are now a menagerie of vicious 
cyborgs determined to end every human 
encounter with slaughter. The underground tun- 
nels and mines that connect the cities are infil- 
trated and infested with the robotic freaks. 

Into this world comes Stryx—half-man, half- 
machine—a killer created to combat the metal 
menace. As Stryx, the player must seek through 
the maze of platforms for the Lifeforce, a device 
that controls all vital life functions for the slave 
robots of the Dome Cities. The device can only 
be accessed by the use of four Lifeforce keys 
(red, yellow, green or white). The keys were 
wrenched from their human keepers and are 
now scattered throughout the cities, guarded by 
swarms of sentries. 

Victory in Stryx can only be achieved with 
exceptional joystick skills and a good knowl- 
edge of the mazes inside the Dome Cities. The 
game begins in the central city. This city con- 
tains a red key that permits access to the next 
city. A key appears on-screen as a silver box 
with a square of the appropriate color in its cen- 
ter. Also strewn about the cities are jet packs, 
which allow limited flight in open spaces and 
use of a cannon. When you pick up gas cans, 
fuel is provided for the jet packs. 

A meter at the top left of the score display 
shows the amount of jet fuel 
remaining in reserve. To the 
right of this meter are two 
bars that depict fuel levels for 
the jet bike and mining craft. 
A fourth bar below the score 
represents Stryx’s life energy. 
It's possible to collect fuel or 
energy past the limits of 
these meters. 

Silver cylinders with col- 
ored bands contain ammuni- 
tion for the pistols and blasters that Stryx recov- 
ers. Typically, an ammo unit contains both high- 
and low-powered shots. The F3 key toggles 
between these modes. It appears that B1 and 
B4 use the most powerful ammunition, while 
B2 and B3 are relatively weak. Occasionally an 


ammo cylinder will recharge Stryx’s sidearm [7 


completely. 

Circles that flash purple and white or, while 
in the jet bike tunnels, as brown octagons with 
crisscrossed bands add to Stryx’s life energy. 
The tunnels between the domes are a good 
source of energy capsules. If the life meter is 
low, the gamer can fly back and forth between 
two cities, capturing brown energy pellets. The 
game seems to restock these capsules every 
time Stryx leaves the tunnels, so this is the easi- 
est method of powering-up. 

The most important items in the games are 
the four Lifeforce keys. These are displayed as 
multicolored rotary dials and are found in the 
second, third and fourth domes. All four keys 
must be inserted into the Lifeforce computer 
before the game can be successfully completed. 
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Stryx, by 
Psygnosis, pits the 
player against an 
army of rampant 
cyborgs, in an 
attempt to save the 
last remanents of 
human civilization. 


A good player will find as many keys as possi- 
ble before traveling to the Lifeforce system. One 
or two trips will tax fuel reserves less than four 
separate journeys will. 

An essential strategy is to study the enemy. 
Try to learn each robot's moves and patterns of 
travel. Most guardian robots are lackluster, but a 
few are dangerous, and precautions should be 
taken. The Cyborg Assassin, a red trooper with 
a glowing faceplate, is easily the most danger- 
ous of the mechanical fiends because of his 
ability to teleport anywhere and attack instantly. 
Fortunately, the appearances of the assassins 
can be predicted. Look out for the circle of light 
that precedes each cyborg’s arrival. 


The Red Stomper is the largest robot in the 
game and is also one of the fastest. The Red 
Stomper fires energy blasts from its arms, 
which will knock Stryx down if he’s in range. To 
avoid prolonged combat, the gamer should use 
his high-powered bullets to destroy this brute as 
quickly as possible. 

Grey robbies are similar in size to the Red 
Stomper. These robots are identified by the light 
bulbs on their heads. The grey robbies can be 
outrun, but they can catch up with Stryx if he 
stumbles or is shot. 

Mushroom robots, though small, flat and 
meek-looking, silently sap the player’s energy 
as he darts among them. These robots are 
always found in groups and can be destroyed 
by firing at the floor as they march past. 

One of the most dangerous points in the 
game comes when the player switches 


a weapons and equipment. At these moments, 


try to keep Stryx’s back to a wall, and finish as 


7 quickly as possible. A cyborg can appear at 


any moment and knock Stryx out of the 
weapon's reach. 

Another easy way to die is to venture into 
the Hive, the monstrous cavern found beneath 
the surface of the planet. At one point late in 
the game, Stryx is forced into the Hive. 
Practice control of the mining craft early in the 
game, using the entrance located in the cen- 
tral city. If the gamer does not acquaint him- 
self with the Hive before attempting to con- 
quer the Dome Cities, Stryx’s mission will 
certainly end in death. 

—Derek Godat 
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continued from page 110 

video gaming, with stick figure characters 
and blocks for buildings. In this version it 
takes longer to dig and fill a hole, and it 
takes the aliens longer to escape a hole 
than in the “new” game. Also, the aliens 
aren't slowed down at all by an incom- 
plete hole. The “new” game features far 
superior graphics, with distinct alien 
types, scenery and even special terrain 
types to further complicate matters. 

There is also facility for the Video-Link 
hookup between two players, allowing 
two options, “Buddy Mode” (old game) 
and “Versus Mode” (new game). Person- 
ally, I can't see why anybody would want 
to play the old game, and what irks me is 
that buddy mode is available only in the 
old game, and versus mode only in the 
new. It would have been preferable to 
have those options in both versions. 

That quibble aside, I found Heiankyo 
Alien appealing and intriguing, and I rec- 
ommend you take a look at it. 


Championship Boxing 


Activision for the Game Boy 


As I stated a few issues back, I really 
don't like sports video games, because 
they never seem to really capture the feel 
of the games they are emulating. I've 
played video- and computer-game versions 
of football, baseball, basketball and soccer, 
among others, and rarely have I ever found 
one that I liked. Furthermore, I’m going to 
admit that I don't like boxing, because I 
just have a problem with a sport where 
the whole point is to pound on another 
human being until he can't get up. So, can 
you guess what I thought of this game? 

Surprise! I liked it! 

Activision's Championship Boxing man- 
ages to succeed where most sports simu- 
lations fail, because not only does it do a 
fair job of replicating the action (puff, puff) 
and feel (ouch!) of boxing, but more impor- 
tant (oof!), it succeeds in being a fun game 
to play. 

The game pak provides you with six 
fighters to choose from. In single-player 


In Championship Boxing, by 
Activision, the player can choose a 
fighter from a list of six different box- 
ers and then fight his way to the top. 
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mode, you then pick one of these fighters 
as your alter ego and must take on each of 
the five remaining contenders, starting 
from the weakest to the mightiest. It's 
tempting to choose “The Champ,” as your 
persona, but more challenging to pick one 
of the lower-ranking boxers. This might 
seem an awfully limited selection, but it’s 
not. Each fighter’s attributes aren't etched 
in silicon; you have the option of distribut- 
ing strength between punch power, speed 
and stamina. Want some more 
juice in your punches? You'll 
have to lower something else. 

The boxers are initially 
seen from a side-overhead 
view showing the entire ring. 
But once the contestants get 
within punching distance, the 
view switches to a first-per- 
son perspective, with your 
gloves held before you and an 
outline representing your 
head. The opposing boxer is 
seen up close, taking hits, 
blocking your punches and 
delivering his own. You can 
move left and right, throw 
everything from a right hook to an upper- 
cut and even block, all using surprisingly 
natural combinations of the joypad and 
action buttons. Of course, your real con- 
cern is to win the match by punching, 
jabbing and blocking. If you're lucky, you 
might get to use your devastating knock- 
out punch. WHAMMO! 

The game also supports head-to-head 
contests via Video Link, so you can take 
out your frustrations on your best “friend.” 


Paperboy 


Atari for the Lymx 


After burying aliens alive and getting 
my head bashed in with some of the afore- 
mentioned Game Boy titles, it was kind of 
nice to have a chance to relax and ride a 
paper route. What could be simpler? 
Whoops, what's this? I have to duck cars 
and go-carts and dogs and signs? Okay, no 
problem. What? There’s more? You mean if 
I miss delivering a paper to a house, the 
people there will cancel their subscription? 
And you mean to tell me that all those 
nasty people in the gray houses don’t have 
subscriptions, but I have to try and get 
them to subscribe? How? Free newspa- 
pers? How will that help? What?! You 
mean I have to smash their windows, 
knock them down and otherwise cause 
chaos and destruction to convince them to 
sign up?! 

Paperboy, adapted from the arcade 
game of the same name, is just what I 
related. You have to make all of your 


scheduled deliveries and target nonsub- 
scriber houses with “samples” while 
simultaneously ducking everything from 
mailboxes to motor vehicles—even killer 
pussycats. 

No problem. Easy stuff. Look Ma, no 
hands! Not really. This sidewalk zigs and 
zags, and there are cars in the driveways 
and...yikes! I missed the paper box and 
broke a subscriber's window! Oops, killer 
kitty on the sidewalk. I'd better duck out 


Dodging cars is the least of your worries in Paperboy, by Atari. 
Besides avoiding an array of obstacles, the gamer must maintain 
enough subscribers to sustain a paper route. 


onto the street for a...Yow! Where'd that 
car come from? I'd better get back on the 
sidewalk before—Ouch! Darned storm 
drain. I hope I sold enough papers to pay 
for repairs to my bike. Whadda ya mean, 
“Game Over”? Get the idea? 

That about sums up Paperboy. Each 
level comprises a “day” on your route, and 
as days pass, your route gets longer and 
more complicated and dangerous. Your 
goal is to keep your current subscribers 
happy while enticing others to sign up. 
Failure to maintain enough subscribers or 
crashing too many times will result in the 
game's end. 

The graphics in Paperboy are fair, the 
music is okay, the game play is all right 
and the concept has a lot of potential for 
being really interesting and amusing. But, 
for some reason it just didn't really get me 
going. I suspect some really wacky sound 
effects and funny “crash” animations 
would have added some of the “punch” 
that seemed to be missing, but who can 
say? Paperboy isn't a bad game. It seems 
to be a fairly good game, although it is a 
bit repetitive. If you liked Paperboy in the 
arcade or on another home system, you'll 
probably like this version. If you’ve never 
played it, I don't know just what to sug- 
gest. It didn’t really appeal to me. If at all 
possible, try before you buy. 

Next month in this column it’s Lynx 
City. We'll take a peek at the two-player 
games Shanghai and Robo-Squash and the 
up to four-player games Rampage and Zar- 
lor Mercenary. 

Gotta go! So many games, so little 
time! L 
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U SED N INTEND O ¥ CARTRID GES Receive a $10 Bonus when you sell back 5 or 


Nintendo is a registered trademark of Nintendo of America Inc. 


We Sell Used / We Buy 


We Sell Used / We Buy 


We Sell Used / We Buy 


A Boy Faxanadu 19.95/8.00 Rad Racer 2 29.95/ 15.00 
and His Blob 29,95/15.00 Fighting Golf 29.95/15.00 Rampage 24.95/12.00 
Abadox 29.95/15.00 Final Fantasy 34.95/20.00 Rescue Rangers  34.95/20.00 
Adventure Island  32.95/18.00 Formula One 32.95/18.00 Rescue The 
Adventure Island I! 37.95/22.00 Frankenstein 34.95/20.00 Embassy Mission 29.95/15.00 
Adventures Gauntlet 2 32.95/18.00 Ring King 29.95/ 15.00 
in Magic Kingdom 32.95/18.00 Genghis Khan 34.95/20.00 Road Blasters 29.95/15.00 
Adv. of Bayou Billy 19.95/8.00 Ghostbusters2  24.95/12.00 Robocop 29.95/ 15.00 
Adv. of Dino Riki 24.95/12.00 G/Joe 34.95/20.00 Rocket Ranger 32.95/18.00 
Adv. of Link 19.95/8.00 Gilligan's Island  32.95/18.00 Roger Rabbit 29.95/15.00 
Adv. of Lolo 2 29.95/15.00 Godzilla 29.95/15.00 Romance of the 
Adventures Gremlins 2 29.95/15.00 Three Kingdoms 34.95/20.00 

of Tom Sawyer 29.95/15.00 Guerilla Wars 24.95/12.00 Shadow of the Ninj@®2.95/ 18.00 
Air Ball 34.95/20.00 Hard Drivin’ 34.95/20.00 Shadowgate 29.95/ 15.00 
All Pro Basketball 29.95/15.00 Aatns 37.95/22.00 Shingen the Ruler 29.95/15.00 
All Star Softball  29.95/15.00 Heavy Shreddin 29.95/15.00 Side Pocket 49.95/25.00 
Arch Rivals 34.95/20.00 Hollywood Silent Assault 32.95/ 18.00 
Archon 29.95/15.00 Squares 29.95/15.00 Silent Service 29.95/ 15.00 
Arkanoid Hoops 24.95/12.00 Silkworm 29.95/ 15.00 

with Controller  49.95/25.00 /ndlana Jones Silver Surfer 37.95/22.00 
Arkista’s Ring 24.95/12.00 The Last Crusade 34.95/20.00 Simpsons 37.95/22.00 
Astynax 29.95/15.00 _Infiltrator 29.95/15.00 Skate or Die 2 34.95/20.00 
Back to the lronsword 24.95/12.00 Skull & Crossbones 34.95/20.00 

Future I/II 34.95/20.00 Isolated Warrior  24.95/12.00 Sky Shark 19.95/10.00 
Bad Dudes 24.95/12.00 Jack Giant Slayer 29.95/15.00 Snake Rattle N Roll 29.95/ 15.00 
Bad News Baseball 29.95/15.00 Jack Nicklaus Golf 29.95/15.00 Snakes Revenge 29.95/15.00 
Bandit Kings Jackie Chans Solomon's Key 32.95/ 18.00 

of Ancient China 39.95/25.00 Kung Fu 34.95/20.00 Solstice 29.95/ 15.00 
Baseball Jeopardy 29.95/15.00 Spelunker 32.95/ 18.00 

Simulator 1.000 34.95/20.00 Jeopardy Jr. 24.95/12.00 Spot 32.95/18.00 
Baseball Stars 37.95/22.00 Jeopardy 25 Aniv. 29.95/15.00 Sqoon 29.95/15.00 
Bases Loaded 19.95/10.00 Jordan vs. Bird 24.95/12.00 Star Force 19.95/10.00 
Bases Loaded 2  29.95/15.00 Joumey to Silius  34.95/20.00 Stealth ATF 29.95/15.00 
Bat Man 29.95/15.00 Joust 19.95/10.00 Street Fighter 2010 34.95/20.00 
Battle Chess 32.95/18.00 Kabuki: Super C 29.95/ 15.00 
Battle of Olympus 29.95/15.00 Quantum Fighter 34.95/20.00 Super Dodge Ball 29.95/15.00 
Battle Tank 34.95/20.00 Kid Icarus 24.95/12.00 Super 
Beetlejuice 34.95/20.00 Kid Kool 29.95/15.00 Mario Brothers 2 29.95/15.00 
Big Foot 29.95/15.00 King’s Knight 24.95/12.00 Super 
Bionic Commando 19.95/10.00 Kings of the Beach 24.95/12.00 Mario Brothers 3 49.95/30.00 
Black Bass 34.95/20.00 Klax 32.95/18.00 Super Off Road 32.95/18.00 
Blades of Steel  24.95/12.00 Legacy of Wizard 24.95/12.00 Super Pitfall 29.95/ 15.00 
Blaster Master 19,95/10.00 Legend of Zelda 19.95/8.00 Super Sprint 24.95/ 12.00 
Bubble Bobble 29.95/15.00 sa League Championship = ae 
Burai Fighter 29.95/15.00 Baseball 24.95/ 12.00 e 
Cabal 29,95/15.00 Little Nemo Highest 
California Games 37.95/22.00 ne ex Master pete a 
Captain Skyhawk 29.95/15.00 Lode Runner 32.95/18.00 
Casino Kid 29,95/ 15.00 coin . 32.95/ 18.00 | Prices i 
Castlequest 29.95/15.00 Low G Man 32.95/ 18.00 e 
Gastonia 49.95/8.00 Lunar Pool 39.95/25.00 Paid I 
Caveman Games 34.95/20.00 Mafat Conspiracy 29.95/15.00 | 
Challenge Magic of For I 

Pebble Beach 29.95/15.00 Scheherazade  29.95/15.00 
Champ. Bowling  24.95/12.00 Magmax 19.95/10.00 
Chessmaster 29.95/15.00 Major League 
Chubby Cherub —34.95/20.00 _ Baseball 19.95/ 10.00 ; 

Codename Viper 29.95/15.00 Maniac Mansion 34.95/20.00 We will pay more for youry 
Conquest and the Marble Madness  29.95/15.00 Genesis cartridges than any 

Crystal Place 32.95/18.00 Mario Brothers 29.95/15.00 other company. Enclosed a 
Contra 24.95/12.00 Mechanized Attack 29.95/15.00 » CURRENT price list with | 
Cryon Conquest 34.95/20.00 Mechanoids 34.95/20.00 lf your catridges if you can find 
Crystalis 34.95/20.00 Megaman 32.95/18.00 any higher buy back prices. l 
Days of Thunder  29.95/15.00 Megaman 2 29.95/15.00 | We will pay at least $1.00 
Defender Megaman 3 49.95/30.00 # more for EACH Genesis 
of the Crown 99.95/15.00 Mendel Palace  34.95/20.00 , Cartridge & send you al 
Deja Va 37.95/22.00 Ms. PacMan  24.95/12.00 [| check within 48 hours of 
Destiny M.U.LE. 32.95/18.00 receiving your cartridges. | 

ofan Emperor  32.95/18.00 NARC 34.95/20.00 sou Highest Price Policy 
Dick Tracy 24.95/12.00 National Football also applies to Nintendo 
Donkey Kong 19.95/10.00 League 32.95/18.00 » cartridges that WE PAY 
Donkey Kong 3 49.95/10.00 NES Play Action | $15.00 or more for. Send in 
Donkey Kong Football 32.95/18.00 _ the coupon below for your J 

Classics 29,95/15.00 Nightmare I FREE Price List of Genesis, 
Donkey Kong Jr. 24.95/12.00 on Elm Street  29.95/15.00 * Nintendo and TurboGrafx 16 I 
Donkey Kong Ninja Gaiden 19.95/8.00 » cartridges. 

Jr. Math 24.95/12.00 Ninja Gaiden 2 29.95/15.00 ee ee ee 
Double Dragon 19.95/10.00 Nobunaga’s Swords & Serpents 32.95/18.00 
Double Dragon Il 29.95/15.00 Ambition 34.95/20.00 Tecmo Baseball  29.95/ 15.00 
Dr. Chaos 29.95/15.00 North and South 32.95/18.00 Tecmo Bowl 34.95/20.00 
Dr. Mario 32.95/18.00 Pacmania 32.95/18.00 Tecmo 
Dracula's Curse  32.95/18.00 Pa/amedes 34.95/20.00 World Wrestling 29.95/15.00 
Dragon Warrior 19.95/8.00 Paperboy 29.95/15.00 Teenage Mutant 
Dragon Warrior Il 39.95/25.00 Pictionary 32.95/18.00 Ninja Turtles 29.95/15.00 
Dragon’ Lair 39.95/25.00 Pipe Dream 29.95/15.00 Teenage Mutant Ninja Turtles 
Duck Tales 32.95/18.00 Princess Tomato in the Arcade Game 44.95/30.00 
Dungeon Magic  34.95/20.00 Salad Kingdom 29.95/15.00 Tetris (Nintendo) 32.95/18.00 
Dynowarz 24.95/12.00 Punch Out 19.95/10.00 Thunderbirds 34.95/20.00 
Faria 34.95/20.00 RBI Baseball 19.95/10.00 Time Lord 34.95/20.00 
Fast Break 29.95/15.00 RBI Baseball 2 32.95/18.00 Tombs & Treasures 29.95/ 15.00 

FREE Catalog / Price List 
| For Atari Lynx, Genesis, Nintendo and TurboGrafx 16 | 
| Please send me a FREE Catalog/Price List: VG3 | 
| Name: 

Address: | 
| City: State Zip 
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CIRCLE #155 ON READER SERVICE CARD. 


We Sell Used / We Buy 


Top Gun 2 29.95/15.00 
Top Player Tennis 32.95/18.00 
Total Recall 34.95/20.00 
Turbo Racing 29.95/15.00 
Ultima 29.95/15.00 
Ultima: Quest 

of the Avatar 37.95/22.00 


Ultimate Basketball 32.95/18.00 


Untouchables 34.95/20.00 
Vegas Dreams 37.95/22.00 
Waron Wheels — 34.95/20.00 
Werewolf 29.95/ 15.00 
Wheel of Fortune 29.95/15.00 

Family Edition  29.95/15.00 

Junior 24.95/ 12.00 
Willow 32.95/18.00 
Win, Lose or Draw 29.95/15.00 
Wizardry 34.95/20.00 
World Championship 

Wrestling 32.95/ 18.00 
World G.P. 29.95/ 15.00 
Wrath of the 

Black Manta 29.95/15.00 
Wrecking Crew 19.95/8.00 
X Men 29.95/ 15.00 


When selling back your 
Nintendo cartridges, we deduct 
$2.00 for each missing box and 
$1.00 for missing instructions. 
Although all Nintendo 
cartridges include instructions, 
some may not have the original 
box. If you require a box with 
your cartridge, please make a 
note of it with your order. 


Used 
TurboGrafx 16 
Cartridges 
Alien Crush 29.95/15.00 
Blazing Lasers 29.95/ 15.00 
Bloody Wolf 37.95/20.00 
Bonk's Adventure 37.95/20.00 
Boxyboy 24.95/ 12.00 
Bravoman 34.95/ 18.00 
China Warrior 29.95/15.00 
Chew Man Fu 34.95/ 18.00 
Cratermaze 29.95/ 15.00 
Cybercore 29.95/ 15.00 
Deep Blue 29.95/ 15.00 
Devil's Crush 34.95/ 18.00 
Double Dungeons 29.95/15.00 
Dragon Spirit 34.95/18.00 
Dragon's Curse 34.95/ 18.00 
Drop Off 34.95/18.00 
Dungeon Explorer 29.95/15.00 
Fantasy Zone 34.95/18.00 


Fighting Street (CD)29.95/ 15.00 


Final Lap Twin 34.95/18.00 
Final Zone ll (CD) 34.95/18.00 
Galaga ‘90 29.95/ 15.00 
JJ and Jeff 29.95/ 15.00 
King of Casino 29.95/ 15.00 
Legendary Axe 29.95/ 15.00 
Legendary Axe I! 39.95/24.00 
Microbox 29.95/15.00 
Military Madness  29.95/15.00 
Monster Lair (CD) 29.95/15.00 
Moto Roader 34.95/ 18.00 
Neutopia 34.95/18.00 
Ninja Spirit 34.95/18.00 
Ordyne 29.95/ 15.00 
Pac Land 29.95/ 15.00 
Power Golf 34.95/18.00 
Psychosis 29.95/15.00 
R Type 34.95/18.00 
Shanghai 34.95/ 18.00 
Side Arms 29.95/15.00 
Sonic Spike 29.95/ 15.00 
Space Harrier 34.95/18.00 
Splatterhouse 37.95/20.00 
Super Volleyball  34.95/18.00 
Takin it 

to the Hoop 34.95/ 18.00 
Tiger Road 34.95/ 18.00 
Timeball 34.95/18.00 
TV Sports Football 39.95/20.00 
Veigues 34.95/18.00 
Victory Run 24.95/ 12.00 
Vigilante 29.95/15.00 
World Class 

Baseball 34.95/ 18.00 


World Class Tennis 34.95/ 18.00 
Y's Books 1&2 (CD) 34.95/18.00 


All Used TurboGrafx 16 
cartridges must include plastic 
CD case and instructions. 


«more Genesis cartridges. Return this coupon , 


Used 
Cartridges 

We Sell Used / We Buy We Sell Used / We Buy 
Aero Blaster 37.95/20.00 Klax 34.95/18.00 
Afterbumer II 34.95/18.00 Lakers vs. Celtics 39.95/24.00 
Air Diver 29.95/15.00 Last Battle 29.95/ 15.00 
Alex Kidd 29.95/15.00 Mickey Mouse 37.95/20.00 
Amold Palmer Golf  39.95/24.00 | Monaus Fight Palace 37.95/20.00 
Atomic Robo Kid 39.95/24.00 | Moonwalker 34.95/18.00 
Battle Mission 39.95/24.00 Mystic Defender 29.95/15.00 
Battle Squadron 39.95/24.00 Pat Riley Basketball 39.95/24.00 
Beanball Benny 37.95/20.00 Phantasy Star Il 49.95/30.00 
Bimini Run 37.95/20.00  Phelios 34.95/18.00 
Budokan 29.95/15.00 | Populous 34.95/18.00 
Burning Force 37.95/20.00 Rambo Ill 29.95/15.00 
Buster Douglas Revenge of Shinobi 37.95/20.00 
Boxing 34.95/18.00 Shadow Blaster 34.95/ 18.00 
Columns 24.95/12.00 Shadow Dancer 44.95/30.00 
Crackdown 39.95/24.00 Shove It 24.95/ 12.00 
Cross Fire 37.95/20.00 Soccer 24,95/12.00 
Curse 37.95/20.00 Space Harrier II 29.95/ 15.00 
Cyberball 34.95/18.00 Spiderman 34,95/ 18.00 
Dando 37.95/20.00 Strider 44.95/30.00 
Dick Tracy 37.95/20.00 | Super Hang On 29.95/15.00 
DJ Boy 29.95/15.00 Super Hydlide 29.95/15.00 
Dynamite Duke 37.95/20.00 SuperMonacoGP = 37.95/20.00 
E Swat 39.95/24.00 Super Thunder Blade 29.95/15.00 
Final Assault 34.95/18.00 Sword of Sodan 39.95/24.00 
Final Zone 37.95/20.00 Sword of Vermillion  59.95/35.00 
Fire Shark 34.95/18.00 Target Earth 29.95/ 15.00 
Forgotten Worlds 29.95/15.00  Technocop 39.95/24.00 
Granada 37.95/20.00 | Thunder Force Il 29.95/15.00 
Ghouls 'N Ghosts 29.95/15.00 Thunder Force Ill 39.95/24.00 

Golden Axe 39.95/24.00 | Tommy Lasorda 
Ghostbusters 34.95/18.00 Baseball 39.95/24.00 
Hellfire 37.95/20.00 Trampoline Teror —29.95/15.00 
Hard Drivin’ 34.95/18.00  Truxton 29,95/ 15.00 
Herzog Zwei 29.95/15.00 Whip Rush 29.95/ 15.00 
Insector X 34.95/18.00 Wrestle War 39.95/24.00 
Joe Montana Football 44.95/25.00 Zany Golf 24.95/12.00 


John Madden Football 39.95/24.00 
ka Ge Ki 39.95/24.00 


SEGA 
GENESIS 
New LYNX Cartridges 


All Used Genesis cartridges must include 
plastic case and instructions. 


Blue Lightning 2995 Road Blaster 39.95 
Checkered Flag 34.95 Robo Squash 34.95 
Chip’s Challenge 29.95  Rygar 34.95 
Electrocop 29.95 Scrap Yard Dog 34.95 
Gates of Zendocon 29,95 Slime World 29.95 
Gauntlet 34.95  Toumament Cyberball 2072 34.95 
Grid Runner 34.95 Turbo Sub 34.95 
Klax 34.95  Upshot 34.95 
Ms. Pac Man 34.95  Vinaicators 34.95 
NFL Super Bow! Football 39.95 + Warbirds 34.95 
Ninja Gaiden 34.95 World Cup Soccer 34.95 
Paperboy 39.95 | Xenophobe 34.95 
Rampage 34.95  Zarlor Mercenary 34.95 


Titles in /TAL/CSare new and may or may not be available, please call for 
availability. All Used Cartridges have a 90 day warranty and are subject 
to availability. Although prices are subject to change without notice, most 
prices will be effective through March 31, 1991. We reserve the right to 
refuse any sale or purchase. Allow 14 working days for personal checks to 
clear, send money order for faster processing. Due to the nature of game 
cartridges, we are unable to give refunds . For UPS shipping, add $4.50 
for the first two cartridges and $.50 for each additional cartridge. Street 
addresses only - No P.O. Boxes. Alaska, Hawaii and Canada $10.00 
Minimum. California Residents add 6.75% tax. If you are unclear about 


any of our policies, procedures or prices, please call. 
| MasterCard | 


No Credit 
Card Surcharge 


Send your Cartridges to: 


B R E Dept. VG3 
Software 


352 W. Bedford, Suite 104 
Fresno, CA 93711 


Credit Card Orders: (209) 438-4263 
24 Hour Information Line: (209) 432-2644 


+2 we ee 
Granada ©1990 Renovation Products, Inc. Renovation Products, Inc. is a subsidiary of Telenet Japan Ltd. 


CIRCLE #156 ON READER SERVICE CARD 


PAGEMUAN'S BACK 
aEEDOY'S GOT | 


The arcade classic Pac-Man makes his Game Boy“debut in this sensational 

new release from Namco. Relive the adventure as you munch your way 

through twisting mazes filled with power pellets, bonus fruit, and those 
~wicked shosts! Beware of their touch- they've been known to snackon Pac's. 


Hook up with a friend to double the excitement in this first 2-player Pac-Man™ 

__Determine the challenge by choosing the number of lives you'll need to defeat 
your opponent. Add fuel to the rivalry by using the handicap feature which 
allows two players to begin in different rounds. Gulp down a ghost and 
shoot'em to your opponent's maze! 


There's Ghosts to gobble so get Pac'n. 


Nintendo, Game Boy and the Official seals are 
The Game Creator 3955-1 Scott Blvd. Suite 102 Santa Clara, CA 95054-3013 Wicetants of Mikes of Adliice Wee 


CIRCLE #157 ON READER SERVICE CARD. 
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Finally, cool pool 
action for your 
Game Poe oat 

In either 9-Ball or Pocket — 
competition, you'll need to 

stroke a mean cue just to 

keep from getting laughed 

out of the pool hall. There 

are lots of balls to sink and 

trick shots to make before 

you can make it to World 

Class status in one-player 
mode. Or grak.a buddy and | 
hook up your Ga Link 
for some intense 


head-to-head action. 
Side Pocket. From Data ect 


LICENSED BY 


: 


OFFICIAL 


pear - wk _ the Oa are 1850 Little Orchard Street 
registere! trademarks 0 Ninten lo of America Inc. : San Jose, CA 95125 
© 1989 Nintendo of America Inc. rg ee (408) 286-7074 


Side Pocket © and ™ 1990 Data East USA, Inc. 


